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His name is Heihachi. He has 
trained high in the mountains - 
re-energized by lightning bolts 
that have struck his massive 
frame. Practicing his Lightning 
Hammer Head Crusher on his pet 
bear. Planning the murder of an 
evil arch rival - his son Kazuya. 


Heihachi Mishima. One of 23 of 
the world’s greatest fighters vying 
for the title in Tekken 2™. With 
three new fighting modes. 23 new 
stages. Brand new 3D animations, 
and more new moves and combos 
than any game on Earth. Heihachi 
is back. And he wants revenge. 
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Fighting games have come a iong way, and they’re about to take another 
giant step this fail. In our exciusivc report, we explore the new features 
that will change the way we play foi^ver. Oh, and there’s a few new 


Virtua Fighter 3 pics tlirown in for good measure. 
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completely change 
a magazine when it 
already has scores of 
loyal readers? Why 
change when you're racing 
by the competition in terms of 
both commercial and critical success? Why 
change when the editorial is already well- 
respected for its quality and integrity? Why? 
Because even though we had plenty to be 
happy about, we just weren’t satisfied. We felt 
that we could still improve in almost every 
area, and we’ve never been ones to shy away 
from a challenge. 

The world of videogames has changed 
remarkably over the years. Each new genera- 


tion lias taken us places we never imagined 
possible, and this generation, with its 32- and 
64-l)it consoles, is the most exciting ever. We're 
playing new types of games, .so it only makes 
sense that we otter a new type of videogame 
magazine. Simply stuffing 32- and 64-bit cover- 
age in the old 16-hif format just doesn’t cut it. 

Also, you won’t find biased opinions, 
scandals, or bought editorial in ULTRA Game 
Players. Our philosophy has, and always will be, 
reader first. Let's face it — without you guys, 
we’re nothing. We’ll never do anything to com- 
promise our relationship. 

Drop me a line witli your thoughts on the 
new GP. I can't respond to everyone, but I 
promise that I will read every message. Now 
let’s get this thing going! ; : ; i ' . ; , 


Chris state '"‘v 

chrls_sLate@Qin , Imagine- Inc . com 

Chris cut his teeth on Atari, but the NES 
changed his life. After seven years of 
‘hard’ work, he’s proud to be Editor of 
the world’s best videogame magazine. 
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Not until NiGHTS. 

The most revolutionary next-generation game ever. The first true 

SHOWCASE OF SEGA SATURN'S STUNNING CAPABILITIES. THE TECHNOLOGICAL 
*T0UR DE FORCE THAT HAS EVERYONE IN THE GAMING WORLD A B S 0 L U T E LV^ S P UN . 

The Story One of the most immersive, mystical gaming 

EXPERIENCES EVER, NiGHTS ESTABLISHES AN ENTIRELY NEW GAMEPLAY PARADIGM, 

Think of it as psychodrama, an express escalator into the schizophrenic, 

MIND-BENDING VIRTUAL WORLD OF YOUR DREAMS. RICOCHETING BETWEEN 
LIGHTER-THAN-AIR REVERIES AND DARK, MACABRE NIGHTMARES, NiGHTS BRINGS YOU FACE 
TO FACE WITH BOTH YOUR GUIDING SPIRITS AND YOUR INNERMOST DEMONS, 

The World 

Created by the renowned Sonic Team, NiGHTS is a full-on 3D masterpiece. A world 

WITH some of the MOST VIBRANT. INSPIRED, ORIGINAL GRAPHICS EVER CONCEIVED BY FEVERED 
imaginations, a world with deep, LUSH, DREAMSCAPE REALITIES, ITS OWN M I C RO - C L I MAT E S , 

EVEN ITS OWN NATURAL ORDER. IMAGINE. SMOKE, FOG, CLOUDS. RAIN, AND WATER THAT APPEAR IN 
MULTIPLE LEVELS OF TRANSPARENCY. WATERFALLS, CURRENTS, WIND, AND, YES, A TORNADO THAT ALL 
FOLLOW THE LAWS OF FLUID PHYSICS. INDEPENDENT LIGHT SOURCES THAT PLAY ON BOTH ACTION AND 
BACKGROUNDS AT DIFFERENT. SHIFTING ^ LUMINOSITIES. ALL BACKED BY A RAGING 


SOUNDTRACK THAT BLENDS JAZZ, ORCHESTRA 

The Gameplay 

Nights screams along at banshee 
ITS adaptive speed management 
gameplay and breakthrough 

TO REPLICATE THE TRUE SENSATIONS OF FLIGHT. 
SEQUENCES. ITS OVER TWENTY TRACKING 

IN REAL TIME. AND ITS OMNIPRESENT 



ROCK, WORLD MUSIC, AND EFFECTS. 

SPEED. Despite massive 3D demands, 

SYSTEM SUPPORTS BOTH BREAKNECK 
ENVIRONMENTS. WITNESS ITS ABILITY 
Its LIGHTNING MULTIPLE MORPH 
CAMERA ANGLES THAT SCROLL-SHIFT 
SYMPHONY OF 3D POSITIONAL SOUND. 


The New 3D Control Pad 


Engineered specifically to intensify the NiGHTS experience, Sega Saturn's 3D Control Pad 

ESTABLISHES A NEW BENCHMARK IN SMOOTH AND DYNAMIC OPERATION. IN ANALOG MODE, ITS PU LS E - S EN S I T I VE 
THUMBPAD ENABLES UNPRECEDENTED MANEUVERABILITY AT BREATHTAKING SPEEDS. SWITCHING TO 
digital MODE ALLOWS COMPATIBILITY WITH ALMOST ALL OTHER SEGA SATURN GAMES. 

(Please call 1-800-USA-SEGA for any compatibility questions.) 
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The NbM is finally ready^ but so are Sony and Sega... 


^he last time Nintendo released a 
new hardware platform, Sega was 
still perfecting ‘Blast Processing’, 
and Sony was enjoying the success of 
Its latest Walkman series. The highly- 
anticipated release of the Nintendo 64, 
however, finds a very different market 
lying In wait, with the most significant 
change being the PlayStation's rather 
sizeable presence. In the past year, Sony 
has maintained a clear lead over all 
competitors, including industry vet- 
eran, Sega. 

Nintendo Is also now faced with 
a newer, older generation of 
gamers. The kids that first bought 
NES have taken the Industry 
with them well into their late teens 
and mid-twenties. Can Nintendo, who 
made its fortune catering to younger 
players, sell the N64 to an older audi- 
ence? 

So then, does Nintendo stand a 
chance? We talked with Sony’s Vice 
President of Marketing, Andrew House, 
and Sega’s Group Director of Corporate 
Communications, Lee McEnany, to find 
out — why they think — the N64 will 
ultimately fail. 


it was this year’s E'^ when the US market 
finally got its first look at the N64, and It 
was also the first opportunity for every- 
one to really compare it to the 
PlayStation and Saturn. Andrew House 
wasn’t impressed, ‘Speaking as a 
gamer, I don’t see a great deal of differ- 
ence. I think the key factor here is that 
we can’t view the hardware as a box. 

The proof is the games that will be deliv- 
ered on it. The fact of the matter is that, 
going into this Christmas, we’re going to 
have 200, we believe, very great games 
around on PlayStation.’ 

There is Irttle doubt that the 
Nintendo 64 is a strong piece of hard- 


ware, but according to Lee McEnany, ‘It’s 
the ivrong hardware’ (In reference to the 
cartridge format). ‘High costs of goods is 
going to hurt their third party develop- 
ment. We’re (speaking of the entire 
indusby) not in fabulous, fabulous shape. 
So is a company going to lock-up a lot 
of cash in buying ROM?’ House 
agrees, ‘Having seen two 


major companies come A 
in and elect to choose ^ 


In the 


CD ROM as the obvi- 
ous format for , 
next-generation 
gaming, it’s been a | 
big surprise to see 
somebody, in our 
view, take a step back 
and still insist on going 
with the cartridge. We feel 
the consumers have made their 
choice in the marketplace. The con- 
sumers have definitely elected to go for 
CD in the numbers that they’ve gone out 
to buy PlayStation. Also, the gamers have 
become used to the idea of getting 
games at a certain price.’ 


Taiking about Super Mario 64, both 
companies agree that the game is 
good, but neither seem to feel that one 
title is enough. 

According to House, 

‘They’re (the con- 
sumers) going to look 
for a variety of 
games; the next 
thing they’re going to 
took at is the price of 
the games. They’re 
going to say ‘I’m not 
just laying out the 
money for a system 
here. I’m also going 
to be asking my par- 
ents to keep buying 


long run^ prob- 
ably it’s too late 
for Nintendo to win 


me games to feed me and to feed this 
system. That’s going to lead them to 
look very closely at the price of the 
software that they see coming out.’ 

Citing a lesson learned in the past 
year, McEnany says, ‘In the long run, 
probably it’s too late for Nintendo to 
win the next generation race. 
^ I think people understand 
^ the value in libraries. 


the next 
generation race. 


Lee McEnany, 
SEGA. 


Clearly, Sony won on 
that point last year.’ 
Neither Sega nor 
Sony seem to feel 
any particular 
threat from upcom- 
ing N64 titles, 

W though each opted 
for a wait-and-see phi- 
^ losophy. House adds, ‘They 
definitely are starting from a 
very difficult position, not only in terms 
of the fact that we have been able to 
establish a great user base, but also in 
terms of the image that we’ve been 
able to build up for PlayStation. We’ve 
also got a huge number of people out 
there who have bought PlayStations, 
who love the system and tell us that 
they love the system and who are 
already telling people around them that 
they love the system. I think that’s a 
very difficult position to catch up on.’ 


Play Musical Executives 

Crazy amounts of people are getting fired. Are the 3E-bit 

giants nearing Mario’s footstepsf 


W ith the Nintendo launch loom- 
ing on the horizon, it seems 
that both Sega and Sony have 
decided that neither company has the 
right management in its American 
division to property enter the fray. To 
this end, both companies have had 


gone through major restructuring. 

In the Sega camp, Tom 
Kailnske, who has been with Sega of 
America for the last six years and 
was very instrumental In the success 
of the Genesis, has left the company 
to join Educational Systems. Kailnske 




As for the market’s average age and 
the general shift towards older 
gamers, McEnany is convinced that 
Nintendo will remain loyal to the 
younger gamers. ‘They’re going to get 
it (the younger market), but we’re 
going to be there, too.’ Sony also has 
its eye on the younger piayers and 
feeis with its new $199 price point (the 
~-saine as Saturn and $50 iess than 
N64),lhey^e in a very good position to 
reach that mTutret. Sega and Sony both 
hope to take advantage of Nintendo’s 
anticipated momentuin is by convert- 
ing those who heid-out'torthe N64 to 
the PiayStation or Saturn vyhen the 
N64’s iimited stock (oniy 5d0,000 by 
their own estimation) runs orit before 
Christmas. 

McEnany says, ‘Nintendo ip not 
going to bring a fuil siate of N64S to 
the market this year. (What they bring) 
are aii going to seii, absoiuteiy, noi 
probiem.’ To take advantage of N64’s 
iimited stock, she adds ‘We’re doing a 
iot more ’interactives’ in stores, v\^ich 
is cieariy where Sony kicked our butt 
last year. Christmas is 85% of ouf 
business, so cieariy (the predicted 
shortage of N64s is) a benefit tri us 
and a mistake for them. You don’t 
want to have someone go to’the store 
for your product and then turn them 
over to someone else. And that can’t 
not happen.’ 


/ 



On the upcoming race with Nintendo, 
each rivai camp dispiays a reverent 
respect for the industry giant, though 
there are significant differences in their 
proposed battie pians when it comes to 
deaiing with Mario and company. 
Furthermore, neither Sony nor Sega 
beiieve that, with iimited hardware 
stock and little third-party software 
support, there Is any way for the N64 to 
be a real competitor in the next genera- 
tion consoie race into mid-next year. 
House says of Sony’s overali battie 
pian, ‘We don’t give a tremendous 
amount of thought to the differences of 


our competitors. I think one of 
the secrets to our success is 
that we were focused on what 
we wanted to do with 
PiayStation and we don’t 
change our pians according to 
what happens with our com- 
petitors.’ He adds, ‘Nintendo is 
a very strong company. They 
have a iong heritage, but i wouid say 
that their recent moves seem to 
cate that they are very much bound-up 
in those traditions.’ 

As the only company that knows 
intimately what it’s iike to battie v 
both Sony and Nintendo, McEnany 
adds, ‘Nintendo is not stupid and we 
have fuli respect for them as a com- 
petitor, but i think Nintendo is 
trying to lump Sega and Sony 
together.’ When asked with 
which company she would 
attend a party, McEnany 
replies, ‘I wouid go with 
Nintendo — it’s just more fun to 
piss them off.’ 




Coin-op Industry News... 




About Nintendo’s long hardware 
release delay, McEnany says ‘I would 
have done exactly the same thing. Let 
Sony and Sega slug it out spend some 
money, bum some cash. We’ll save our 
money until we have something good.’ 
House concurs, ‘If you want to deliver a 
system of quaiity, then it’s right to 
deiiver that system when you feei it’s to 
the quaiity the marketpiace wants and 
that you’re happy with.’ Both compa- 
nies, however, concede that the extra 
time has been nothing but beneficiai to 
them in their efforts against Nintendo. 
When asked about the potentiai for 
Sega to present any new chalienges to 
Sony’s leadership, House says ‘We 
have consistentiy outsoid Sega and we 
anticipate that continuing.’ Converseiy, 
McEnany offers, ‘We’re not going to 
overtake Sony (this year), but we’re 
definiteiy going to ciose the gap.’ 

One thing’s for sure — whether 
Nintendo is abie to get enough N64 
units into the US this year or not, 
they’re going for broke. 


D on't worry — the new ULTRA 
GP certainly isn't going to for- 
get about arcade games! This 
column is going to be here each 
and every month to serve up all the 
industry's hottest news and gossip. 
We'll also be featuring the best 
titles in previews, and you 
_ can look forward to 

coin-op codes 

- ' arid strategies 
' V j All Access, 

^ This way, 

.... instead of 

' limiting our 

arcade cov- 
erage to 
' just one 

st^T^^^^^umored section a 
work on the month, we 

System 33 board could can provide 
have Tekken characters you with 
like Yoshimitsu getting a |Qts more 




Rumored 
work on the 
System 33 board could 
have Tekken characters 
like Yoshimitsu getting a 
major overhaul and 
polygon injection. 
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polygon injection. from issue 

to issue. 

Now to this month's column... 

As usual, the arcade industry 
has been quiet since the ACME 
show, but come the AMOA and 
lAPPA shows, in September and 
October respectively, there is going 
to be plenty to talk about. Games 
planned to appear include Sega’s 
Last Bronx and the awe-inspiring 
VFB, a new Jet Ski game from 
Namco, and some big news 
about Namco’s new arcade 
board. The company is working 
on the new System 33 board 
(working title) to surpass its 
earlier System 1 1 and System 
22. The board is being produced 
to rival the Sega's powerhouse 
Model 3 board. Hot titles planned 
for the new System 33 include 


Tekken 3 and a new Ridge Racer 
game. We haven't seen any specs 
on it yet, but judging from Namco's 
intense rivalry with Sega, one 
would expect that Namco would 
stop at nothing less than the equiv- 
alent to the Model 3, 

The developers at Capcom 
still aren't talking about Street 
Fighters. All they'll say is that they 
plan to match and surpass the high 
mark set by VF3. We have heard, 
however, that the game may not be 
3D after all, but instead the most 
ambitious 2D fighter ever made — 
kind of like ‘the l/F3of 2D’. 

Sega also revealed the sec- 
ond new character from VF3, but 
other than that, everyone at Sega is 
still keeping quiet. By next month, 
we should have further updates on 
the sequel frenzy that's hitting the 
market, the polygon wars between 
Namco and Sega, and some pre- 
views on more hot arcade games. 
Remember that at ULTRA GP. 
we only cover the arcade games 
you care about, and we only cover 
them in-depth. See you in thirty! 


Yu Suzuki is just about ready 
to unieash his VF3 on 
a worid of hungry 
fans (see page 
032 for the iat- 
estVF3 
screens and 
information. 




Tom Kalinske 
served Sega for 
over six years. 


has served as 
the CEO of Sega 
of America and 
took Sega from 
the ‘also-ran’ 
eight-bit con- 
tender that it 
was to the mar- 
ket leading 
position it heid 
jointly with Nintendo. Kalinske has been replaced as 
chairman and CEO by Shoichiro Irimajiri, who joined 
Sega in 1993. 

To complicate the picture, Bemie Stolar has 
left Sony Computer Entertainment of America as 
executive vice president of third-party development 
to join Sega as executive vice president in charge of 


product development and third-party business. 
Rounding out Sega’s new team for the upcoming 
Christmas season are: Ted Hoff, former CEO of North 
American Operations at Atari Corp., who has been 
promoted to executive vice president in charge of 
sales and marketing, and Katsufumi Miyazawa, chief 
financial officer and Makoto Kaneshiro, vice-presi- 
dent, business planning and operations. 

Sony has had equally-deep changes in its 
high-ranking personnel. Since the PlayStation was 
announced for US release, Sony has been dumping 
executives every few months. The latest round of 
cuts eliminated all of SCEA’s executive vice presi- 
dents. Most notably, Jim Whims, who has been the 
public face of the company as executive vice presi- 
dent of sales. Similarly, Angelo Pezzani was also 
asked to resign his position of executive vice presi- 


dent of legal affairs. 

Jack Trenton will be taking over Whim’s posi- 
tion of executive vice president of sales, and Shigeo 
Mariuama, previously chairman, will act as chairman 
and CEO. Sony has stated that ‘It's been a year since 
we launched the PlayStation in the US and senior 
management felt that the mix and skills needed now 
are different in the second year than they were in 
the first, as we position ourselves for further 
growth.’ Another Sony spokesperson went so far as 
to say that rt’s typical for Sony to drastically change 
the shape of its companies overnight. 

Both companies have obviously been intimi- 
dated by the coming storm, and the corporate 
honchos in Japan felt that they needed better people 
at the helm to assure them victory as the next gen- 
eration wars escalate to the next level this fall. 
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New ways to enhance the gaming experience 


"PfiEniiti: *** PI esigned from the 

Standap.p: ** I I ground up as a 

DEFicror: * mm videogame-spe- 

cific television, the GXTV 
is a pioneering offering from Samsung Electronics 
that manages to fulfill the needs of a new niche 
market quite thoroughly. 

With a 13” screen and 181 -channel tuning 
capability, the GXTV lives up to competitive color 
television standards. But what separates 
Samsung's entry is the plethora of features that 
enhance the playing of home console videogames. 
The television tube itself features a burn-ln resis- 
tant, low-emissions CRT augmented by Graphic 
Enbancement Circuitry that increases the detail in 
both the light and dark areas of the picture tor 
greater sharpness and detail. Numerous video 
presets, including a programmable custom set- 


-■ -<.1- - 


ting. Insure a video image that will satisfy wildly 
varying tastes. 

The most noticeable enhancement offered 
by the GXTV is in its audio presentation. Adjustable 
bass-reflex stereo speakers positioned in the 
unit's doors and a 15 watt sub-woofer, coupled 
with Surround Sound circuitry, creates sound that 
rivals some high end television sets. As with the 
video, the audio also features numerous presets 
and an option to optimize the sound environment. 

In terms of videogame-particular functions, 
the GXTV offers a GX mode that will automatically 
switch the game to its gameplaying setup at the 
push of a button. Two separate AA/ inputs and one 
RE input allow for easy connection of multiple 
game systems. All of the numerous control options 
are programmable on screen via the back-lit 
remote control unit. 

plaint may be that the 

I offered with a screen 

size larger than 13 
inches. If the GXTV finds 
market it deserves, 
that complaint will be 
addressed. But for now. 
the GXTV otters a bevy 

attractive price. 


rating: ★★★ 

proiuct: GXTV 

^wany; SAnm 
srsTi“: All 

price: $?TR.D0 (SRP) 




S aturn’s new 3D Control Pad is inex- 
tricably associated with Sega’s new 
flight/adventure game Nights, pri- 
marily because the analog control offered 
by the controller works so seamlessly 
with Nights gameplay. It’s just an added 
bonus that Sega offers a Nights/3D 
Control Pad bundle pack at the appealing 
suggested retail price of $69.99. 

But even Judged separately from 
/V/p/tfs, the 3D Control Pad can be consid- 
ered one of the best control pads ever 
available. Although slightly awkward In 
appearance, when actually held in the 
hand, the superior ergonomics of the unit 
quickly become evident. Access to the 
left and right shift buttons In particular 
are Improved by a redesign utilizing trig- 
ger-like activators on the back of the 
control pad. A secondary directional pad, 
located on the face of the controller, 
works In conjunction with an analog/digi- 
tal selection switch to allow for use of the 
unit on non-analog optimized games. 

There is little to criticize the 3D 
Control Pad for because of Its versatility. 
Few games at the moment, besides 
Nights and some racing games, take 
advantage of the analog capabilities of 
the controller, but it Is reasonable to 
expect Sega to support the control pad 
more extensively In the future. Hardware- 
wise, the looseness of the digital 
directlonal-pad, the ABC and the XYZ but- 
tons could be cause for some grumbling, 
but overall the unit feels more substantial 
than the current standard Saturn con- 
troller. The ultimate complaint about the 
3D Control Pad is that it’s not already the 
pack-ln controller for the Sega Saturn. 



on the BichtgrJBenlta 


id has launched the shareware versiai of its 


ens of thousands of people 
waited anxiously, checking id’s 
FTP site every few seconds for 
the elusive shareware version of Quake 
to be uploaded for the world to receive. 
Within moments of release. Ids servers 
and all of the mirror sites were com- 
pletely packed with would-be 
downloaders. 

‘The level of excitement here at 
id Is Incredible’, said Jay Wilbur, CEO 
and biz guy at id Software. ‘The wait 
was well worth It... Ouake will change 
the face of gaming forever.’ 

Id’s servers were capable of han- 
dling more than 2,000 simultaneous 
connections and it has been stated that 
it was operating at capacity for more 
than a week. Similar levels of usage 


were seen at more than fifty mirror 
sites, as literally never-before-seen 
loads were placed upon the infrastruc- 
ture of the Internet. Adding to the 
strain. Quake has bullt-ln Internet net- 
working support, whereby players can 
set up Quake servers to host games on 
any machine connected via the stan- 
dard TCP/IP protocol. 

The full game will have music 
and sound effects by Nine Inch Nalls 
frontman Trent Reznor, and should be 
shipping by the time you read this. 
Interestingly enough. Id will be publish- 
ing the title Itself and distributing It in a 
rather unorthodox manner. The demo 
discs will be sold not only in typical 
gaming retail outlets, but also records 
stores, video rental chains and larger 




grcoid-breaKing sequel to ^oqrn 


department stores, like 
Walmart apd K-mart. The 
demo wlU'then have a 
phone ptimber for con- 
sumers to call and register 
their copies, after which 
they will receive a code to 
unlock the rest of the disc. 
The demo includes the first 
episode of the massive 
title, and registration 
unlocks an additional three 
episodes, as well as expos- 
ing a new weapon and 
more monsters. 

No PC game has 

over been hotter 
Him Quake. 


□IM Ui:mA GAME PLAYERS 
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Bowa Out of PubttBttfnff 


Now i«^iat will happen to Pandemonium and Kainf 


H fter taking a slight beating in the next gen- 
eration publishing wars, Crystal Dynamics is 
looking to regroup by negotiating deals with 
other publishers over its valuable titles. 

It can be said that 1995 was not a kind year 
for many pubiishers in the next-generation con- 
sole market, and Crystal Dynamics was no 
exception. After numerous layoffs in both market- 
ing and development, Crystal Dynamics has 
decided that it would be better served to leave the 
headaches and costs of distribution (and possibly 
marketing) to someone else, and to return to the 
vaunted developer status It once held. 

Said newly appointed CEO, Ted Ardell, 

'We’re looking at being primarily a studio, but 
that's not to say that we won't be co-publishing in 
some form or another. The products we have for 
Christmas are very sought after’. 

Crystal Dynamics is currently talking to 
many large publishers. Including Sega, Sony, 

MGM Interactive and Electronic Arts, about its lat- 
est titles. On the bargaining table is the 
long-awaited RPG, Legend of Kaln, as well as 3D 
Baseball, and the hyperactive Pandemonium. 
Crystal Dynamics has not signed any deals as yet, 
and still may wind up publishing existing projects 
itself if it can not work out an advantageous 
arrangement. Ardell put it this way: 


'Even if we publish our own games in the 
future, we are not going to attempt to have a mil- 
lion SKUs. In order to focus on creating the kinds 
of quality games as shown by us at E^, we can . 
not do as many [titles].’ 

Crystal Dynamics is just the latest jn a long 
line of publishers who are reverting back to devel- 
oper status. Recently Sanctuary Wpods, Trimark 
Interactive and Legend Entertainrrrent have all 
made similar moves. For the industry, this repre- 
sents part of a shake-out of an over-populated 
segment of the market, and not unexpected. 





DYNAMICS' 



The Japanese launch of the 
Nintendo bH has broken all 
previous launch records. 

N intendo has reported that on June 21st, the very 
first day of its Japanese launch, it sold over 
300,000 Nintendo 64s. Within a little over a 
week, it had sold nearly every one of the 500,000 
units in the first shipment. 

Amazingly enough, most people didn’t have to 
wait in iine as with the Super Famicom release in 
1991 , as Nintendo’s distribution plan was very broad. 
Nintendo distributed not only through the typical elec- 
tronics retaiiers, but also through a chain called 
'Lawsons’, which is a chain of convenient stores very 
similar to 7-1 1 s in the US. 

Almost anyone who wanted one only had to 
march to the corner of their street and pick up a unit. 
Interestingly enough (although not at all surprising), 
Nintendo has announced that nearly every person who 
bought a system also bought Mario 64, bringing the 
number of Mario 64a sold to an equally impressive 
number in a short period of time. 

Two weeks after launch, a second shipment of 
units was released to Japan and there seemed to be 
enough systems to go around. With only 500,000 units 
allocated for the US market to last from launch until 
after Christmas, it is likely to be difficult for many 
would-be buyers to get one. Already many US retailers 
(notably Babbages and Software Etc.) have stopped 
taking pre-orders due to the fear that they won’t be 
able to fill the orders with so few systems to 
go around. 

Typical of Nintendo’s past launch strategies in 
the US, it will try to keep quantities limited to keep 
demand levels so high. In doing so, it hopes to gener- 
ate a lot of free press, and parlay that Into an en 
vogue image for its new machine. 

Due to the shortages of units, Nintendo will not 
be able to launch in the European market until some 
time in 1997, despite having hoped for a European 
Christmas release. Sorry guys! 


Garnets wait In 

lines In 

Akiliabia, 

Tokyo's 

famous 

olsclronlcs 

dIstrIcLMost 

Japanosa 

gamers 

didn’t have to 

wait, though. 
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Still seen as #]i in Arcades. Sega marches on... 

I aking big news for Sega this month is the fact that Virtua Fighter 3 has gone on test and 
Sega’s AMS (Sega Rally, Virtual On) team has reieased the brutai Last Bronx (see preview 
I page 045). With reports of eight-hour iines, combined with mandatory reservations to piay 

Virtua Fighters, it’s again easy to see the 
fanaticism created over the Virtua Fighter 
series and the Sega arcade iine in generai. 

Whiie l/FSand iasfSrorwt (which is 
aiso creating quite a iot of excitement) 
wili undoubtediy do amazing business in 
the US, it is highiy uniikeiy that any 
arcade titie wiii have the same kind of 
effect outside of Japan. 


m 








Perhaps the last arcade game to be created 
on the infamous Model 2 board, LastBronxis 
causing quite a stir in Japanese Arcades. 


Even by Japanese standads, the 
exdtementover Virtua RghterSteA- 
hig hi arcades Is something of 
Idstortc proportians. 


Hot Titles 

Last Bronx (Arcade) 

Super Mario 64 (N64) 

Piiot Wings (N64) 

BioHazard (PiayStation) 

Dragon Baii Z (PiayStation, Saturn) 

Nights (Saturn) 

Enemy Zero (Saturn) 

Tobai (PiayStation) 

ESPN Street Games (PiayStation) 

Fighting Vipers (Saturn) 

Virtuai On (Saturn) 

Finai Fantasy Vii (PiayStation) 

Street Fighter Zero 2 (PiayStabon, Saturn) 


iNintendo bacififirbfa« 




Nintendo launches the NW in grand fashion 


S eptember 30th marks the day in the US 
when ‘Dinosaurs Wiii Fiy’, but in Japan, the 
N64 iaunched on June 23rd and the 
response was immense. As expected, first day 
saies figures for the N64 shattered aii records, 
checking in at over 300,000 units. To put this into 
perspective, consider the fact that first day saies 
of N64 topped the initiai numbers of PiayStation 
and Saturn combined Reieasing with three tities. 
Super Mario 64, Pilot Wings 64 and a Japanese 
board game called Saikyo Habu Shohgi, getting 
the N64 meant standing in enormous iines for 
hours with Yen in hand. 

Of course, there were a few Westerners 
who just couidn’t wait for the September 30th US 
reiease date, and videogame importers had the 
unit seiiing anywhere from $400 to $750. Whiie 
few doubted that the N64 wouid secure amazing 
saies figures in Japan, the fact remains that 
videogames, in generai, are a tougher seli in the 
US. With oniy 500,000 (Nintendo’s own estimate) 
units avaiiabie in North America by the end of the 
year, even a totai seii-out would leave them trail- 
ing both Saturn and PlayStation. None of this, of 
course, dampens the fact that Nintendo is enjoy- 


c - r. 


ing a hugely successful launch in Japan and 
their success seems guaranteed for the fore- 
seeable future. 

Also in Nintendo news, a press event 
was recently held in Japan to announce an 
new partnership between Nintendo, Microsoft 
Co., Ltd. and Nomura Research Institute. The 
partnership was formed in a Joint venture to 
provide infotainment services through a 
Nintendo-developed satellite modem. While it 
may be a logical assumption that the 
Nintendo connection will mean N64 gaming 
over the internet, the immediate content plans 
for the service are not strictly games and will 
actually work via your PC and Windows 95, 
not the N64. According to Nintendo President 
Hiroshi Yamauchi, ‘We do not view entertain- 
ment to be just games alone.’ The service will 
therefore focus on the entertainment industry 
in general, featuring news, financial reports 
and other consumer services. 

IM even massive Rnes couM keep the 
Nhrtando faithful from getting their hands on 
the much-anticipated HS4. 






A quick look at what’s hot online 


W elcome to Ultra Game Players Online, 
where each month we'll be highlighting 
some of the great features on our 
brand-new website. To get started, let's take a 
look at some of the great prizes we're offering. 
Since our iaunch in July, we’ve given away four 
Japanese Nintendo 64s, a Street Fighter Alpha 2 
arcade machine, and tons of free Game Players 
magazines! So, what do we have planned for 
this month? With the iaunch of the N64 in the 
US, we are, of course, giving away even more 
units to our loyal readers. Anyone can win! Also, 
be on the lookout for your chance to win 
another, very special arcade machine... 

Okay, so once you’ve won your N64, you’ii 
be needing codes for Mario. Ultra Game Players 
Oniine is your number-one source tor codes for 
any game, on anypiatform. From Mario 64 to 
Quake, if you want it, we've got it. Our website 
has the biggest codes archive on the net. 

if you want to know which are the hottest 
games avaiiabie, or just chat about videogames 




in generai, then stop by the ‘Talk’ section of our 
website and interact with hardcore gamers just 
like yourseif. Who knows, you may even see 
one ot the Ultra Game Players Editors loitering 
in the Palace chat room. 

You’ll also want to check out our ‘Data 
Cards’ section. Since our launch, this all- 
encompassing feature has more than doubled 
in size. There you’ll find more images, 
Quicktime movies, and information on new 
games. Do you want to know how Virtual On’s 
deveiopment is coming aiong? Check out our 
‘Data Cards’ to find out the most accurate, up- 
to-date report on its status. 

And it this stiii isn’t enough for you, we 
have tons of great game demos. Currently we 
have over 2500 demos for PC and Mac, with 
more coming in daiiy. This should keep you 
busy tor guite a while. And remember, we have 
all the necessary utilities tor your gaming plea- 
sure, from Stuftit to PKUnzip, it’s all here. So 
stop by , okay? See you soon! 
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il-nafe liwrd we heard 

The latest videogame news fresh off the wire... 


Two different Web browsers are' In contention for 
use In the US version of Sera’s NetLInk Internet 
peripheral, which Is slated for release this winter. 

Virtual-On will use ^ modified Sega Mission Stick to 
provide the dual joystick action of the arcade when 
it is released la^ this year. 

Psygnosis has changed the name of its Monster 
Truck RallyXO; Thunder Truck Rally, due to a licens- 
ing conflict wOth a forthcoming Microsoft title of a 
similar name. 

A modified Nkmco Classics cart will be appearing 
on Game Boy In the near future in Japan. No word 
yet on a possible US release. 

SNK will be porting its Samurai Spirits RPG to both 
Saturn and PlayStation early next year. 

Legendary game designer, Sid Meier (of Civilization, 
Pirates and Railroad Tycoon fame) has left 
Microprose, to form a new coinpany called Firaxis. 

A Japanese version of is being plbnned in Tokyo 
that is likely to diminish the importance of 
Nintendo’s Shoshinkai show. 


The Software Publishing Association (SPA) publicly 
praised the US diplomatic etforts to reduce the soft- 
ware piracy trade in China. 

Microsoft, Nintendo and Nomura Research have 
formed a joint venture to provide Japanese con- 
sumers with an ‘innovative informatibn service 
including shopping, entertainment, news and info- 
tainment’ via PCs. 

Takara is planning a new series of Toshkiden 
games exciusively for the Sega Saturn. 

Apparently, stores are running extremely short on 
the colored joypads tor Nintendo 64 whfch are sold 
separately, despite the fact that none qt the games 
available at the time require an extra ^ypad! 

The organizers of Videotopia, a Pittbburgh-based 
exhibition on the history of videogames, are plan- 
ning a nationwide tour next year. 

id will develop a version of Quake tor Rendition’s 
Verite chipset beforpother piatforms including 
Microsoft’^piredbC API. The Verite chipset will be 
used -m Creative Labs forthcoming 3D accelerator 
board for PC. 


Datel has launched a PlayStation ‘Memory Drive’, Psygnosis’ Formula One game for the PlayStation 
which uses ordinary 3 1/2” floppy disks as has been delayed until later in the fall, as the devel- 

memory carts. opers attempt to redo many graphic elements, due 

to new restrictions on tobacco and alcohol. 
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Nintendo finally puta out 

After years of speculatioriT the MW is finally a reality 


H fter two years of speculation, 
delays, several name changes 
and the nightmares of develop- 
ment, the Nintendo 64 was finally 
released to hungry Japanese gamers. 
While some retailers claimed the hype 
and long lines weren’t as Impressive as 
previous Nintendo releases. It came as 
no surprise to anyone when the N64 
sold out In Just two days. Super Mario 
64, Pilotwings anti Shogei(a Japanese 
Chess game) sold out well in advance 
of the system for the yen equivalent of 
about 90 bucks a game. The multi-col- 
ored controllers also sold like wildfire, 
even though a single multi-player N64 
game hasn’t been released yet. 

People who had pre-ordered their 
Nintendo 64s were stopped on the 


street by other eager gamers as they 
left the store with their prized 
machines. Some were offered as much 
as $1 ,000 for the N64, but only a few 
people gave them up. UK and German 
gamers are said to be paying as much 
as $1 ,500 for an imported machine 
because supplies are so limited. 

‘Demand for the machine has 
more than exceeded our expectations,’ 
said a high-ranking Nintendo insider, 
‘and we had really high hopes.’ The 
demand was so high. In fact, that third- 
party Japanese developers had to 
wait in line for N64s, because 
Nintendo’s allotted ‘ten machines per 
company’ just wasn’t enough. 

So what’s next, and are there any 
lessons to be learned here? Well, as the 


September 30th U.S. 
launch date arrives, 
expect to see at least 
two more titles in Japan, 
namely Wave Racer ani 
Kirby’s Mr Race. Sm, 
Nintendo Is way 
behind schedule and 
only three US launch 
games are confirmed: 
Super Mario 64, 
PllotWings 64, and 
Cruis’n USA. Our advice 
is to order early and 
buddy up to your retailer. 


^ew life spotted on gatuFFT 


After a so-so startT Saga’s starting to pick up the pace 


rcade giant and PlayStation powerhouse Namco 
is rumored to be developing Saturn titles. 

Namco has long been said to be in talks with 
Sega, and has been working on a Saturn translation of 
Cyber Sled ever since the PlayStation version 
released. That game appears to be In limbo, but the 
proposed new deal Is said to give Saturn exclusive 
rights to future Namco arcade titles. The deal 
doesn’t apply to all new games, however — 
PlayStation mainstays like Ridge Racer, Tekken and 
subsequent sequels will remain on the PlayStation. 

Takara’s Toshinden 2/URA for Saturn features 
two new characters. Including a Ripper with knives 
and a rumored new female character. This new 
Toshinden is rumored to be very different from 
Toshinden 2, which a spokesperson for Takara said 
the developers decided they didn’t want to port over. 

Last Rronx has just released in Japan and 
will soon make its way to Saturn. The game features 


the same basic style as Fighting Vipers anti the Virtue 
Fighterserres, but focuses heavily on weapon combat. 
There’s even a rumored code that changes the fight- 
ers’ weapons into unique alternatives. For example, 
one character sports a hammer, which can be 
changed to a big tuna (don’t worry though, it’s 
dolphin friendly). 

Look for XBAND to make an exciting announce- 
ment at next year’s show in Atlanta. Currently 
XBAND's Sega Saturn service Is launching in 
Japan, and is reportedly getting a great reception. 

The rumored announcement is said to focus on a 
US version of Saturn XBAND which comes with a 
keyboard (for chatting) and disk drive. The machine 
will also utilize a credit card-sized slot for game 
saves, hidden characters and other goodies. While 
this same feature was in the Genesis and Super NES 
versions of XBAND, it was never taken advantage of. 

The Saturn version, however, 
has big plans for the cards. 


H s we’ve previously reported in these pages, 
developers have been steaming over Sony’s 
policy against 2D games. Now we hear that 
the company has gone on to reject as many as 50 
games from third parties that Sony deems too ‘2D- 
Ish’. The company claims it will continue to reject 
titles that ‘don’t utilize the PlayStation’s potential’. 
Capcom has taken perhaps the biggest hit — its 
Buster Brothers title was one of the first games that 
Sony singled out. Also, Sony axed Mega Man X3, 
which Capcom Is currently submitting a second time. 

Other developers recently at Sony to get game 
approval include Next Level, Zombie, Boss Games and 
Atius. Atius is pitching a new racing title called 
Peak Performance. The game will boast 20 cars, 5-6 
tracks, rear and sidevlew mirrors and a drivers view. 
Sounds cool, but Sony hasn’t approved it yet.. 

Martin Marietta (the people behind Virtue 
Fighter 3’e Model 3 board) and Sony have reportedly 
parted ways. The two were rumored to be developing 
a helicopter game together for the PlayStation. 
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lajor moves in Tokyo 

W hile our pals were waiting In line for their 
N64s, we headed off to a local arcade that 
was testing Virtue Fighter 3. Japanese 
players were lined up ten deep to try the game, mak- 
ing It near impossible to get a peek at the screen. 
Average wait time for a game of VFSTThe arcade 
manager told us gamers waited eight hours. 
Demand was so great that, to avoid a riot, the arcade 
was booking appointments In advance. 

At a Japanese game shop In Akihabra (Japan’s 
gaming and electronics district), we got a chance to 
eye a display of Tobal no. 1. Although the demo looked 
good, what really caught our eye was the Final 
Fantasy KM demo, which will ship with copies of 
Tobal no. 1 in Japan (a similar demo Is planned for 
Tobal's U.S. release). A long rendered intro featured a 
dragon sweeping down from the clouds and swirling 
around the ‘callers’, blasting fire. Truly amazing! 


Bits and Bvtes 



S o, is Acclaim planning to buy 
Psygnosis? No one’s saying 
yes, but no one’s denying it, 
either... • Williams, which recently 
bought out Time Warner — which Is 
now Atari Games — laid the law 
down recently. ‘Atari Games has a 
year to turn a profit or it’s lights 
out’, says a Williams insider. • It’s 
official — Red-hot developer Boss 
Game Studio is working on Top Gear 


Rally tor Kemco, which is planned to 
be an exclusive N64 title. We got a 
peek at this game awhile back, and It 
was looking extremely hot... • The 
Nintendo 32-bit handheld is still 
shrouded in secrecy, but our sources 
hint that the initial batch of games 
may include some familiar titles. 
Rumor has it that scaled-down ver- 
sions of N64 heavy-hitters are in the 
unit’s launch plans. 


• Following the current ‘classic’ gam- 
ing trend, Konami Is said to have a 
Classic Pak in development for the 
PlayStation. The pack includes such 
grand pappy quarter-munchers as 
Gyruss, Time Pilot anri Amidar. In 
other Konami news, Castlevania for 
PlayStation is due to hit towards the 
end of the year in Japan, with a first- 
quarter stateside release. Also look 
for Konami to put out Dracula 30 on 


the N64 sometime next year. • Finally, 
this bit of fun for all you old-timers out 
there: Radio Shack is selling old Atari 
2600, 5200 and 7800 stock. Don’t 
believe me? The Atari 2600, which 
sells for a meek 39.99, is still listed in 
current Radio Shack catalogs. In addi- 
tion to the hardware you can get 
games like Pac-Man, Yars Revenge, 
Ms. Pac-Man, Dig Dug and Battlezone, 
each of which sells for 9.99. 
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i Now, it's your reputation on the line. 
And time to leave your mark in this 
perfect translation of the #1 arcade 



phenomenon. On your side is the 


innovative custom comho system, 


now allowing you to link together 


your own series of hrutal attacks. 


You'll need every possible advantage 


to take on a total of 18 fighters, the 


most ever in Street Fighter legend. 


Remember, hesitation is deadly. 


Because in the end, it's all about 


who's the last one left standing. 


© CAPCOM CO., LTD. 1996 © CAW'.OM U.S.A , INC. 1996 All RIGHIS RESERVfD olRI tf FIGHTER AlPHA 'l 
CAPCOM CO., LTD. CAPCOM is a regr.tefecl trodemark of CAPC'OM CO , ITD. Pi'iy.'ifrjiiot) niid ihf: Plciyofuiior) kxji 
of Sony Computer Enfertaininenf inc. nnd Safum ore fradeiTiorks o( Serjci Enlf.tixivis, lid wv/v/ rrjprom corn ' 
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BADDEST 16-BlT MK EVER is on the street. 5 new 
playable characters including Kitana, Jade, Scorpion 

' '.‘.’'rA-^rigConjp; ^Ai!nf)ntsf8se\¥d.Mo.ljKo?naaMlQ.Mi{J»^!j)e[)r5i=wOesj9n3ndallcft3faci^ti3fTie53.^Ti^i^ . , '.'r.‘.^PinngCc'mMnyOi${"‘' ‘ \.';4e'lic>^iN-»V'i'wmsEr!efainfr; 


THE BIGGEST AND 
backgrounds. 8 new 
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and Reptile from MK2. 3 modes of play. Selectable ending sequences. 
And the ability to play as Rain and Noob Saibot. Watch your back. 

Inc. NinteotM, Super NiniPj^Efaeiair-rneiiSyganaridine Official l3deTOfteofNi;^eiKk)0f.AinerKaln(x;Si99iNmiento LsenseP by Sega Enteii)rijes.Lld.for play WJtheSega^Geness^SysfFsi. Sega and Genesis afBifMtemsftoi^'SegaEivsprtses. Lid. 
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Uiat YOU think of the industry’s big guns 

W elcome to The Big Picture! We’ve expanded our charts 
section to include more information on the current 
status oF the industry. We’ll show you the numbers 
behind the hype, and read between the 
lines to find out what’s really going on. 

To start things off, let’s take a look 
at this month’s Industry Approval Rating. 

In an exclusive ULTRA Game Players 
Online poll, we asked players to tell us 
how satisfied they were with the ‘Big 
Three’ videogame console manufacturers. 

After a one-month period we then tabulat- 
ed the results. 

Sony and Sega appear to be keeping gamers happy, but it looks as If the 
constant delays of the N64 has left a bad taste in the mouths of Nintendo players. 
It should be Interesting to see If this changes now that the N64 is finally out. 





Virtua Fighter 2 


SYSTCh: Saturn 


PUfiLISKK SE 6 A 


70% 



Super Mario RPC 


SYSTEn: Super NES 


pubusher: Niwenix) 


Ultimate MK3 


SYSTEn: Saiwi 


Jgpaneee Tod Ten 


pueasrcft: liliLLiAns 


NBR Rction 



SYRTEn: Saturn 
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Is Nights really any good? 
Well, Japanese gamers 
dnught enough of Sega's 
latest hit to knock H64’s 
Mario S4 to second-place. 
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W hile the Impressive launch of the 
N64 was enough to shoot Super 
Mario 64 straight to the top, the excite- 
ment died down a bit just a couple of 
short weeks later, allowing Sega’s 
Nights to slip into the top spot. 
PilotWIngs also took a big dip, drop- 
ping from as high as third-place to the 
number 10 spot. The growing populari- 


system: Nimtenix) bH 

pubjsher: NIWENIX) 


ty of the NBA among the Japanese 
youth was enough to earn Sony’s 
hoops game a number four spot, while 
Tekken 2, which has been out in Japan 
for months and months, is still holding 
strong. In fact, you can’t turn on a TV 
in Tokyo without spotting a Tekken 2 
commercial. Equally amazing is the 
fact that Biohazzard (Resident Evil in 
the US) is still in the top five! This has 
spurred an avalanche of knock-offs, 
which we should also be seeing here. 


system: PlayStahon 


pubusher: Taito 


W ith the Impending release of Wipeout XL, it 
looks like the sequel-hungry PlayStation 
gamers have gone back to the original to tide 
them over. Sega fans waiting for Fighting 
Vipers, Virtue Fighter Kids and Virtua Fighter 3 
also seem to be re-visiting Virtua Fighter 2 to 
satisfy their AM2 urge. 

Just like in Japan, Resident Evil is still 
extremely popular, and the deep gameplay of 
Super Mario flPG appears to be keeping Super 
NES fans coming back for more. 

The long-awaited release of Ultimate 
MK3ior Saturn Is also tops among Sega 
gamers who still enjoy a healthy dose of 2D 
blood-’n-gore action between rounds of VF2. 
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Mascot 



Our web-readers were 
asked which of the the 
three top mascots is the 
coolest, and the fiesults 
may be a little surpris- 
ing. Despite Rtario grab- 
bing ail the bbadUnes 
lately, players still see 
Sonic ssihe hippest 
critlar hi town. 
'ConsMoring that he’s 
the rookie, Crash also 
did surprisingly well. 


ULTRA CP 




Super Mario 64 


a-SlPt NlhfTENlX) bM 


hhtwr: MiwrENCO 


Nights 


When Super Mario B4 first 
came In, we were mes- 
mettzed. Chris stopped 
sleeplrrgandeating.lt 
was a scary thing, really. 
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STAR GLADIATOR 
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SYSTtrt Arcax 
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STREET FIGHTER ALPHA P 


FIGHTI VIPERS 


SYSTEtt Saturn 

puaisHER: Sega 


SYSTEit Saturn 


pyajsrcR: Grpcon 


T his month’s list shouldn’t come as 
too much of a surprise. As the first 
N64 game to come along (and a great 
game at that), Mario 64 pretty much 


hogged all the attention, with the also- 
excellent Nights and Crash duking it 
out for second place. This month also 
saw lots of great fighting game action 
around the office, but — what the 
hell? — for the first time in years, no 
one was hardly playing any Super NES 
Super Bomberman! 
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Tekken Z 
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Die Hard Trilogy 
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Just for fun, we asked gamers on the Internet 
which system looks the best While It was a 
neck-and-neck race all the way, the Saturn 
managed to pull ahead by a single percentage 
point I guess matte-black Is still in. 


E veryone can’t wait to get their hands on the 
sequel to Wipeout, and we can’t blame 
them. We’ve been playing our advanced copy 
to death, and as good as the original game 
was, this one absolutely blows it away! 

PlayStation’s first Final Fantasy fri\e is 
another must-have, and it appears that gamers 
are ready for the big wave of mascot games by 
casting high votes for Sonic X-Treme and 
Crash Bandicoot. 

Surprisingly though. Super Mario 64 
doesn’t check in until the number six spot after 
spending the previous weeks at the top. It 
looks like the long wait for the N64 may be 
wearing down the Nintendo-faithful. 
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Madden's gridiron genius is all over this thing. Hammering out strategy. Dishing buckets of pigskin insight. 
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Steer an Indy car to the blistering edge of the sound barrier. Or visit white-knuckie-land in a blazing stock car. 


At 248 miles per hour, 
not even fear can catch you. 



And intimidate walls the same way Andretti does. With pure mph. This is the ultimate judge™ 
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M uch like the idea of Ryu 

without a Dragon Punch, a 
videogame industry without 
fighting games ranks just short of 
implausible. Even from its earliest days, 
when games like Karate Champ had 
gamers memorizing ‘moves’ for the 
first time, the fighting game genre has 
inspired a devotion like no other. In 
turn, game makers have made incredi- 
ble strides in the games with ongoing 
enhancements that has yielded monu- 
mental results. Never before in the 
history of the genre has there been a 
period that promises such enormous 
advancements in fighting game design 
and execution as the next few months. 


While the emphasis on 3D fight- 
ing games in the last two years is easily 
Justifiable, with the iikes of such suc- 
cessful series as Tekken, Toshinden 
and Virtua Fighter, it is the coming 
year’s games that wiil finaiiy earn all 
the attention the 3D titles of the genre 
have been receiving. In the next few 
months, 3D fighting games will finally 
start to show the maturity of design 
that is exemplified by 2D fighting 
games and side-scrolling action titles. 
Not surprisingly, the companies respon- 
sible for the very birth of the genre are 
the very ones prepared to take the 3D 
fighting game to the next level. Not to 
be outshined by their 3D cousins, con- 


tinuing refinements in 
the 2D fighting game 
arena are coming 
from industry giants 
like Capcom and SNK. 

But regardless of dimen- 
sional preferences, the new 
advancements in interactive 
backgrounds, special moves 
and, of course, graphics, 
make this holiday sea- 
son one of the 
most widely- 
anticipated 
ever for 
fighting 
game fans. 


SPeCML ATTACKS 


'Extram* graphic vialanc*. Ilk* pulling out spInM, Just Isn't nacnsury to mnk* a 
good fighting gam*.' - Jmrry Momatla, ftreadr Product Manager, Nameo 


THE FUTURE IS NOU! 


1 Moving In 3D space has never been as easy or as thorough as In Total Ho. 1. 

2 Grappling with an opponent in Total Ho. 1 can lead to any number of outcomes, giving the player something else to work with beyond the ‘punch, Mck, throw’ rouUne. 

3 With specWI emphasis on weapon techniques, StarClad/alor gives each character an extra degree of strategic depth with their weapon of choice. 

4 Mixing several different weapons and flghUng styles. Last Dram opens the door to endless new possibilities In the ring. 


n t the heart of every fighting 
game is a selection of moves 
which make up the action. 
Since the beginning of the genre, the 
core moves in a fighting game have 
always been based on punches, kicks 
and throws. It’s no surprise that this 
season’s group of games remains 
faithful to the tradition. However, 
these newt fighting games do boast 
some important gameplay enhance- 
ments. A host of new weapon-oriented 
moves, as well as several different 
innovative techniques for reversals 
and grapple moves, promise to 
broaden and intensify fighitng strategy 


and tactics. With each new added 
attack, the sophistication of the 
gameplay matches the startling 
advancements in fighting 
game graphics. 

Certainly one of the hottest top- 
ics in 3D fighting game design Is the 
use of 3D space. While series such as 
Virtua Fighter and Tekken have offered 
fully 3D characters, the actual use of 
the 3D space in the environment has 
been extremely limited. One of the 
games slated for the PlayStation, 

Tobat No. 1, makes the most dramatic 
use of this previously under-utilized 
space by offering the total freedom of 


movement other 3D fighting games 
have only hinted at. 

Counter moves are another 
enhancement being added to the 
mainstay of fighting game design. 
Games such as Star Gtadiator, Tobai 
No. 1 and Street Fighter Aipha 2 otter 
innovative techniques in defense that 
add to the sophistication of the experi- 
ence. Originally, fighting games were 
little more than a matter of individual 
reaction times, but soon, players will 
be able to predict their opponent’s 
strategies and use them to their 
advantage. Games such as Tobai No. 1 
and Soui Edge actually offer grappling 


moves wherein the players are locked 
together until one player can edge out 
the other by using a strategic move. 

And then there's the sudden 
popularity of weapons. With games 
such as Last Bronx in the arcade, and 
Soui Edge and Star 6/ad/ator slated for 
the home, fighting games will offer a 
gameplay challenge distinctly different 
from hand-to-hand combat. Whether 
weapon fighting will eventually take- 
over as the main fighting style in the 
genre is yet to be seen, but the 
success of games such of these 
games will likely help to shape the 
future of the genre. 
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k street Fighter 
IRIphaZ 

I Atestament to the ‘always room for 
■ Improvemeiit' theory, Street Fighter 
B Afylka 2 (see page 042) from Capcom 
W Introduces a new custom combo sys- 
' tom and more responsive gameplay 
than ever before. 


, War Cads 

I Bringing their familiar dlgl- 
I ttaod look and gora-fest 
I approach Into the 3D arena, 
I Wnams offers the bloodiest 
' of this year’s flghUng game 
crop wflh WarGeds. 


^ Soul Edge 

W Bringing advanced weapon fighUng to 
r the home this year, Namco’s Sou! Edge 
I takes 3D fighting to a whole new level of 
sophlsDcaUon, featuring such Important 
InnovaUons as weapon lock-ups. 


Last 
k Bronn 


k Fighting 
1 Vipera 

B Based on the Virtue Fighter! 
|| ongbie. Fighting Vipers (pre- 
U vHmr pg. D51), from Sega’s 
M AM2, offers Interactive back- 
f gnwnds and Introduces a new 
bMak-away armor strategy. 


Tobal No. I 

K Rom Dream Factory and 

■ Square conies a ground- 

■ breaking new flghUng game 

■ caHed TohalHo. 1 (preview 

■ pg. 060), featuring new lev- 
f els of 3D freerlom and a 
totally original Quest mods. 


AM3, Lest Bronx 
(preview pg. 
R^B|o45)lsJust 

I riiowing up In 
I US arcades. 
Unth llghtning- 
.■nuf fast gameplay 
BHr and realistic 
dBT attacks, this game 
Is a state-of-the-art 
weapon brawler. 


I Bushido 
[n Blade 

jJ sun In the works, Bushido 
°]f made from Square promises 
J hyper-realisUc sword flght- 
' tag and new complexities In 
UghUng emrironments. 


. Virtua Fighter 3 

■The pinnacle In flghUng games. Virtue 
I Flatter 3 (while only about 60% Un- 
I Ished at press-Ume), Is already shaping 
f up to be the most slgnUlcant addlUon to 
the genre since Its IncepUon. 


LStar 

nCladiator 

RepresenUng Capcom’s first 
'‘-.I venture In 3D UghUng, Star 
'j Mediator (prmtem pg. 049) 
/takes the over-ths-top approach 
p to the genre, with alien Ughters 
and supernatural attacks. 
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COMBOS 


'■oma gomas you can Jual: pound an buttena and win conaiatontly. 
Thafc'a poor doaign.' - Chrim Krammr, Product Spmeialimt , Capeom 


I eyond the special attacks, 
graphics, and control lies the 
combo system, one of the 
most crucial elements to any fighting 
game. Many fighting games have tried 
to Incorporate new and Innovative 
combo systems, but the round of titles 
debuting in the coming months are set 
to rewrite the book. 

The traditional ‘two-in-one’ 
combo Is apparent In titles like Star 
Gladiator and Street Fighter Alpha 2, 
but Star Gladiatortakes the evolution of 
the combo system a step further with 
overlapping combo strings that allow 
them to branch out in several different 
directions. SFA 2% custom combo sys- 
tem doubles and speeds up any move 
the player performs, allowing for a 


nearly unlimited variety of combos. 

Also, juggling combos have traditionally 
been a way to string a number of hits 
together by keeping an opponent off the 
ground and defenseless. Fighting 
Vipers and VF 3 add a new element to it 
with the Inclusion of walls that can be 
used to pin an opponent and keep them 
in the air for double the damage. 

But despite the Innovations and 
Improvements that are coming at a 
rampant pace, there are still problems. 
Chris Kramer, Product Specialist at 
Capeom, had this to say, ‘The one thing 
that drives me nuts are the games that 
you have to memorize various patterns, 
then stand back and watch the wild 
combos. Games like Killer Instinct are 
more of a memory test.' The collection 


of fighting 
games coming 
out this 
Christmas 
thankfully 
avoids Imitating 
a combo system 
like Killer 
Instinct's (with 
the obvious 
exception of 
Killer Instinct 2), 
and go for the 
expanded 
strategic possi- 
bilities of the 
more intuitive 
chain and juggle 
combos. 



1 The custom com- 
bos of Snu allow 
the player to create 
their own combo on 
the fly, an Innovative 
dlsUncflon from pre- 
vious games. 

2 The ability to 
blanch a chain 
combo In several 
directions makes for 
a huger variety of 
combos in Star 
Glaillators. 
Fortunately, a dis- 
play lets the player 
know which button 
combination works 
and which doesn’t 

3 Juggling an 
opprment off the 
wall in FlghUng 
Vipers results In 
riamage from both 
the blow and from 
the wall, thereby 
adding a whole 
new dimension to 
Juggle combes. 


•f 

•I 
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BACKGROUNDS 


*1 think wa'll atart aaaing mora dlvaralona aueh as uaing waapona 
and intaraetlv* backgraunda.* - Stovm Hutehinm, Produeor. Smga 


T hough the definition of a good 
background In a fighting game 
used to mean nothing more 
than something pretty to look at while 
playing, the role of the environments is 
about to change in a major way. From 
the use of rIng-outs backgrounds In 
games like Virtue Fighter 2, to actual 
walls which the player can Interact with 
in Fighting Vipers, the background Is 
not just about aesthetics any more. 

On the most basic design level, 
the use of animated backgrounds may 
not add much In terms of actual game- 
play. But games such as Star Gladiator, 
Street Fighter Alpha 2 and Soul Edge 
still exploit this graphic device to its 
fullest potential by bringing the back- 
grounds to life. Fighting aboard a shaky 
raft as It races down the river just 
seems more fun than fighting in a tradi- 
tional arena. By the same token, just 
seeing an enormous crowd of bicyclists 


peddling by in Street Fighter Alpha 2 
seems to bring the environment to life. 

But perhaps the most exciting 
use of backgrounds In the next wave of 
fighting games are In Bushido Biade 
and, of course. Virtue Fighters. While 
similar ideas are explored In Sega’s 
Fighting Vipers, these two games truly 
utilize the environments to add a new 
element and dimension to gameplay. In 
Bushido Blade, the standard square 
arena has been abandoned for a far 
more sophisticated landscape compli- 
cated with elements such as walls, 
stairs and slopes. The sheer size alone 
in such arenas stretches the bound- 
aries of contemporary thinking, but it's 
the realistic elements, such as a simple 
flight of stairs, which really start the 
mind reeling with the strategic and tac- 
tical possibilities. 

But perhaps no game will show- 
case the advancement of Interactive 
backgrounds as much as Virtua Fighter 
3. Similar in concept to Bushido Blade, 


1/F3 offers a 
huge variety In 
fighting are- 
nas, each with 
Its own unique 
characteris- 
tics. From 

realistic subway stations to under- 
ground caves, the game’s creators 
have allowed the realistic bound- 
aries of the arenas to control the 
action. For example, Jeffry fights 
on an Isolated desert Island surrounded 
by water, but since it’s completely real- 
istic to continue a fight in the shallow 
surf, the game allows for such play. The 
game's developers have also worked 
hard to incorporate different back- 
ground elements through the use of 
special attacks such as a flip-kick off 
the wall In Lau's stage. It’s this high 
level of Interactivity that not only make 
for some cool-looking new moves, but 
allows the player to expand his thinking 
and create new strategies. 


The complexities 
displayed In this Bushido 
B/ade wire-frame demonstrate 
the ambitious level designs In 
the game. 


1 Knocking an opponent dear through a wall Is a new level of background Interaction not known before Fighting 
Vipers. 2 Although It doesn’t actually affect gameplay, the visual treat of watching spaceships fly by In Star 
BladlatoraMs to the overall depth of the gameplay experience. 3 Virtua F^hterSvMl redefine the genre, with 
unparalleled realism and wholly-lnteractlve fighting emdronments. 
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THE FUTURE 


1 1t looks like Shun Dl still has his usual assorlment of ciazy off-balanced moves. 2 Pal delivers a crushing Md 
Jeffrey. 3 Shun Dl’s new ‘happy mountain climber’ outnt Is so ridlculous-looMng, It's awesome! 4 The subway 
to be one of the coolest new levels. 5 Hey, who let E. Honda Into a Sega game? Oops, sorry... 


P erhaps the most-anticipated 
fighting game ever, Virtua 
Fighter 3 is causing a major 
ruckus on-line and in the print maga- 
zines. These updated screens reveai 
some of the varied terrains, special 
effects, new characters, and the amaz- 
ing graphics. 

1/F3has been cited ttiroughout 
this feature as an example of the 
advancing fighting game genre, and 
ULTRA GP believes it will be the new 
standard by which all 3D fighting 
games are judged. The interactive 
backgrounds and varied terrain gives 
VF 3 more new piay elements than any 
game on the way. And though the exact 


specifics of the fighting engine haven’t 
been revealed yet, we know that inter- 
active backgrounds and complete 3D 
movement will add a whole new 
dimensions to gamepiay. Consider the 
impiications of not just merely deciding 
to force a ring out, but instead having 
to actually work your way to the side of 
the arena that allows for a ring out. Or 
how about pinning an opponent in a 
comer and using the walls to double 
the damage of offensive attacks? The 
gamepiay possibilities are endiess. 

As for technology, l/KJ’s model 3 
board at least doubles the power of its 
nearest competitor. The raw processing 
power is being used to create charac- 


ters that seem to be 
taken straight from ren- 
dered intros. Even the 
subtleties of the char- 
acters’ facial 
expressions are cap- 
tured to perfection. 

As of right now, 
VF3 has no peers tech- 
nologically, and judging 
from past history (the 
incredible gamepiay of 
l/fand PK?;, it should 
definitely be in a class 
all its own when it hits 
US arcades this fall. 


1 This dark luidergrouiid cave setting appears to conn 
complete with a FlghUng Idpers-lsh cage. 2 This street 
scene Is the most Incredible-looking level so far. 
looks like Jetferey Is about bi become street pbza... 
3 It’s hard to Imagine what affect the envtronment 
could have In this desert scene. 4 There’s that big 
sumo again, laying down the law to Jeffery. 5 Aol 
promises to be one ef the deepest charactms In the 
game. Rumm has It her second costume Is a Japanese 
schoolgltl unifotm... 6 AMra, doin’ his usual moves. 
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‘3D fighting gamas will not ranch tha laval of ZD gnmaa until thay look 
Ilka tha opaning CD aaquancaa.' - Smiiehi Imhii, Prmmidmnt, Drmam Factory 


T he immediate future holds 

great advancements in game- 
play and graphics, with this 
season’s crop leading the way. And 
with titles like Street Fighter 3, Tekken 
3, and Mortai Kombat 4 on the way for 
early next year, things are only going to 
get more exciting. But with all these 
great games on the way, the question 
still remains, what’s next? The opinion 
in the industry varies greatly depending 
on who you speak with. 

Jerry Momoda, Product Manager 
at Namco says, ‘Polygon fighters are 
here to stay, and the 2D fighter is dead, 
with the exception of games with the 
history of a Street FighteF. 

Chris Kramer, Product Specialist 
at Capcom, respons with, ‘I don’t see 


2D games going away. People still like 
the hand-drawn characters and, as of 
right now, the 2D games are superior 
because the control of the 3D games 
hasn’t come together yet.’ 

Seiichi Ishii, Producer of Tobat 
No. 1 and president of Dream Factory, 
puts it as, '3D games will not reach the 
same level as 2D fighting games until 
they can look like the opening CG 
sequences in games like Tobai No. f. 

Despite the differences in opin- 
ions, it’s obvious from the amount of 3D 
fighting games that the 2D fighter is 
slowing down. But with the huge suc- 
cess of Street Fighter Atpha 2 and other 
classic fighting series, it is also evident 
that 2D certainly isn’t dead. Still, it may 
be impossible to create another ‘fran- 


chise’ title in 2D. Has 
the 2D fighting game 
lost Its viability as a 
creative force in fight- 
ing game design? One 
thing is certain — the 
evolution of the 3D 
fighter hasn’t reached 
near its potential, while 
the 2D fighter has been 
fine-tuned to near per- 
fection. But regardless 
of 2D or 3D, fans of 
good fighting games 
appear to be in for one 
glorious holiday sea- 
son, full of new and 
varied experiences. 
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They can get the epder to strike anywhere. Anytime. Against absolutely 
anyone. They don't have names or faces bul^ro the most fearless, covert, and lethal 
military task force ever assemU^. Or shrald I say, never assembled. Because 

^ V f 

according to all official channels, they DfUi^'t ^ven exist. But for a myth, they do an 
important Job. Things the reguj^mtlitary coul^ never handle. Like going Into Russia 
to make sure the Cold War doesn't heat up againl 











This unit has a vary simple apprnaeh 
never leave a place the way they round It 




These guys attack 
with surgical precision. 

The only ditference 

■ •* 

between them and a i 

surgeon, however, is 
that no one conies out of 
their operation alive. 





With sophisticated satellite 

mapping and strikn-nat 

intellipncejhe unit gets a 
clear view of the battlefield. 


h any otlier line of 
work you learn 
from your mistakes. 
You can imagine 
why that doesn't 
apply to these guys. 
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FKOH TKE CREATORS OE THE DESERT STRIKE TRIEOGV 


Customized Apache 
assault chopper. HeHTre 
missiles. Chainguns. 
Formtoutritthafsnot 
even supposed to 
exist, they're equipped 
with our military's 
most lethal weapons. 


ELECTRONIC ARTS 
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lilant the latest pics and info on the newest gatnesf life got it. 
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Area 51 




elcome to the new and 
improved ULTRA Game Players 
Previews section. We’ve budded 
down to make this one of the 
strongest parts of the mag- 
azine, with more 
screens, extra info, 
and behind-the- 


Destruction Derby 2 
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sysipis Saturh, PuyStahon 

PIHTgfR; CAPCOn 

DPtLOPoe <^on 

Rnn^ mtt; October 


New charactersT Custom Combos^ and short skirts. Uhat more could you wantf 


1 Ouch. Rnishlng off your opponent with a Super puts a pretty big dent 
hi his ego. 2 Alpha’s amazing art styie wiii even have you giued to the 
in-between screens, iike this one. 


1 YES! Dhaisim and Zangief are bac, and better than ever, with ati new moves and 
updated Alpha series speciais. 2 Dan’s iunging Mck is one of his more poweifui moves. 
He may have started out as Just another Ryu/Ken/Akuma knock-off, but he’s defhiiteiy 
earned his keep. 3 Gen has the ablifty to switch between two totaiiy different fighting 
styies on the fiy. 4 Birdie’s back, and his chain-toss Super is Just as mean as ever. 


H ave you been waiting for the 
Super-Custom-Combo goodness 
that oniy Capcom can bring 
home? if so, there is truiy cause to 
rejoice, because, the home versions of 
Street Fighter Alpha 2, which is, with- 
out a doubt, the best Capcom fighting 
game ever, shouid hit your iiving room 
by mid-October! 

The consoie versions are exactly 
the same as the coin-op in gameplay 
and looks, with very few exceptions. 
There are fewer frames (because con- 
soles have about 1/20 the amount of 
RAM as arcade units do), but the game 
still maintains the convincing, silky- 
smooth animation for which Capcom is 
known. Practice and Tournament 
modes should be available, as will 
codes that can change Ryu into Evil 


Ryu, and that sort 
(and yes, they will be 
different than in 
the arcade!). 

The Custom 
Combo, that 
fear-instilling 
personalized move, 
looks and feels 
Just as solid as 
it did in 
the arcades. 

They’re much 
easier to pull off 
on Saturn than on 
PlayStation (In fact, 
the Saturn version is 
easier to control in 
general over the PlayStation version 
because of the traditional button set-up 
on the Saturn pad.) 
Sakura, as she 


1-4 This time aroum 
Ryu has picked up a 
little admirer. Her 
name is Sakura artd, 
although she may 
appear to be your 
average teerraged 
Japanese schoolgirt, 
she packs quite a 
whallop! She’s 
becottte an Irrstarrt 
favorite among SF 
fanatics. This 
sequertce gives you a 
pretty good Idea why. 


was in the arcade, 
is still the woman 
of the year (surely 
our favorite). All of 
her hilarious 
theatrics and voice- 
overs were kept 
intact, which is cer- 
tain to please her 
fans. Sakura’s 
move list is good 


Shoryuken! 
Thanks to this night- 
time scene, you can 
re-enact the classic 
bout from the SF 
anlmed movie! 


and plenty, and her depth and 
playability is as solid as any of the 
veteran characters. 

All of the cool levels are in place — 
Ryu’s snowy full-moon area; Ken’s 
party scene packed with old Capcom 
characters eating, swimming, and 
schmoozing; Zangief’s caged arena; 
Dan’s outdoor Japanese vegetable 
market; Chun-Li’s bicycle-filled street 
scene; and Dahlsim’s elephant level, 
with an elephant goddess in the back- 
ground and sitar music filling the air. 

Overall, this port promises to 
bring the solid Street Fighter gameplay, 
the crisp graphics and smooth anima- 
tion, and the whopping 18 characters, 
all into your home come this fall. We’re 
looking forward to it. 


1 Rolento, fram Final Flghtfame, makes 
an impressive entrance. 2 The Super 
moves are all still Just as deadly as before. 


http: //uww.ultragp.com 
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svsiBt PuyStation 


pH-ratie PUYtlATES IfffERACnVE ENTERTAIIttM 


iPiLcme Funsoft/TOKA 


The track changes drasUcaHy as 
you race akmg the course, and 
you have to race the varied ter- 
rain bi d H tererrt way. The Ice 
patches make for some pretty 
slid riding. 


ing on the latter for Burning Road, 
due in early fall. 

ULTRA GAME PLAYERS spoke 
with Dave Hoffman, producer for 
Burning Road, ‘It takes some of the 
best elements (of other racers) and 
combines them all Into one game for 
the Playstation.’ Strong features 


include everything from a wide vari- 
ety of vehicles to choose from, to 
variable weather conditions. The sur- 
face and traction of the road also 
changes — one moment you’re 
skidding on ice, the next you’re 
bouncing over unpaved ground. 

If the gameplay can manage to 
come together (hopefully with a link 
option), gamers should have little 
trouble warming up to this one. 


F or a new PlayStation racing 
game to really stand out from its 
numerous and worthy competi- 
tors {Ridge Racer, Wipeout, etc.), it 
has to be either totally original, or at 
the very least, assemble the more 
exceptional features found In the 
proven winners. Playmates is count- 


cars usually hang 
out togethar In 
packs, so you have 
to knock to ’em 
around a bit to 
V gat ahead, j 


1 1n Banting Road, impressive effects (such as 
tMs rain) ate commonplace. 2 The cars look 
great, even up-dose. Three dif fe ren t views ate 
setoctable on the fly. 3 Some games are linicfcy 
about roughing up the ottier racers — this one 
encourages It 4 The most difficult track is raced 
at night Notice the nice Rghtbig on the road. 


One nottceaMe difference 
from the to-bit Mega Man 
games Is the extra 32-bit 
sprite's capabilities. 


svsibb; PuyStation, Saturn 


RELEASE MTC FIRST- flUARTER '17 


TRAFFIC 



expect, but the smoother animation and 
tons of new items create an even better 
experience’. 


F or over ten years. Mega Man has 
held a place In the hearts of gamers 
and, with Mega Man 8 for the 
PlayStation and Saturn, Capcom hopes 
to keep it that way for another decade. 

According to Chris Kramer, 

Product Specialist at Capcom, the devel- 
opers have decided to use the power of 
the 32-bit systems and memory of the 
CD to ‘create more intense back- 
grounds, larger and more diverse 
enemies, more diverse colors, and more 
animations. Mega Afa/r 8 still has the 
same gameplay people have come to 


http: 











SYSTOIS SATWH, PufflATION 

nnigglg UlLLIAnS E>ffERTAINnENT 

lEVaOPER; tANTALLS ENTERTAINnENf 

Rnrig- iiig Septehber 


frame 


around 


Hie 


resuHs 


screen 


sma Her 


play 


but 


also 


minimizes 


Hie 


deterioraUon 


1 Don’t shoot her — she’s one of the good guys. 2 All hell’s hieaklng 
loose, and alll you’ve got Is your trusty light gun. 3 The game really 
gets going when you start this chase scene. 


One butt-ugly bad guy, up-dose and 
personal. Fire at will. 


the conversion is transferring the digi- 
tized graphics without a significant loss 
in quaiity. Portions of the game that 
feature a static camera angie show 
graphics comparabie to the arcade ver- 
sion, but sequences that feature a 
moving viewpoint (which is most of the 
game) dispiay significant pixiiation and 
a deciine in image quaiity. The 
degraded ‘grainy’ graphics actuaiiy 
resemble the graphics associated with 
many eariy Saturn tides. Keep in mind 
though, that the PiayStation version of 
the game may not suffer as much 
graphicaiiy, and there is certainiy time 


T aking advantage of newiy acquired 
Time Warner interactive’s assets, 
Wiiiiams Entertainment is bringing 
the arcade biast-em-up Area 51 to 
home consoie systems. 

The most daunting challenge of 


for the Saturn graphics to be improved. 

Still, even if the graphics aren’t 
perfect, the gamepiay remains intact. 
The game may move a tad siower, but 


overail, the fast-paced, biood- 
spiattering, adrenaiine-pumping action 
seems to have made the conversion 
from the arcade virtuaiiy unscathed. 

Even in its early stages. Area 51 
appears to be a title that will give the 
Virtua Cop series a run for its money on 
home consoies. 



D oes the worid reaiiy need 

another Doom cione? Piaymates 
thinks so. Powerslave, coming 
to the Saturn this fali, has aii the eie- 
ments of your standard first-person 
shooter, with a few surprises thrown 
in for good measure. Aiien forces 


have seized the ancient Egyptian city 
of Camac, devoured the women and 
children and enslaved the men. With 
a little guidance from the ghost of 
King Ramses, you must seek out six 
sacred artifacts of Ramses and 
defeat the invaders. 


So what differenhates Powerslave 
from the horde of other Doom-alikes? 
According to Carlos Rodriguez, 
Powerslave’s producer, quite a bit. 
‘From wbat I’ve seen, our 3-D engine 
is the best. It light sources beauti- 
fully, and it’s a true 30 engine with 
six degrees of freedom.’ When under- 
water, you can look up and down, 
though not while walking. Any over- 
head adversaries can be taken out by 
jumping just before firing. 

Powerslave does look good and, 
with over 20 levels, the average 
gamer is sure to find a lot to like. 


R’s 


like 


Doom, 


but 


tt’s 


Egypt 


Uhl 


nun said 


1 The Egypflan scenery looks 
great, but may be a bR repetitive. 
2 You have a number of weapons 
at your disposal, but you’ll end up 
using the pistol the most 3 The 
Ilght-sourcIng in this game Is a 
beauty to behold. 4 What 
Egyptian setting would be com- 
plete without grenades? 
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Is this the next classic Sega coin-opf 


O ne would think that Sega would 
be content with Its already-strong 
line of fighting titles. The Virtua 
Fighter series and Fighting Vipers stand 
out in the arcades with a realism and 
style matched by none, even as we 
speak Sega Is preparing to unleash the 
unbelievable Virtua Fighters. But a 
strong desire to distinguish Itself from 
AM2 drove AMS to create what will be 
a hardcore gamer’s dream, Last Bronx. 

Ironically having nothing to do 
with New York’s infamous urban 


sprawl. Last Bronx is a fighting game 
driven by the Model 2B board with 
characters who have street smarts and 
looks. Interactive backgrounds in real- 
life Tokyo settings, and weapons that 
enable the grimy-looking ensemble to 
combine sheer brute force with the tra- 
ditional and (sometimes) more subtle 
Japanese and Chinese martial arts. 
Aikido and Jujitsu. Sporting eight char- 
acters, each with his or her own unique 
weapon, the Last Bronx cast is a motley 
street crew that looks more like mem- 
bers of a street 
gang with their 
biker clothes, ear- 
rings, and tattoos. 
But it’s how the 
characters’ 
weapons are used 
that’s so cool. For 
example. Tommy 
can slip his pole 
beneath your 
character’s arms 
and flip with the 
ease of VF2's Pal. 

Says Akinobu 
Abe, the game’s 


Last Bmnx uses 
backgrounds from 
popular Tokyo 
locations, like in 
this subway scene. 


1 These guys are a ^ 
bit nastier than those 
MMua folks. 2 The 
changing veiws make 
for dynamic-looking 
aciton without inter- 
fering with the 
gameplay. 3 As well 
as using their own 
unique weapons, 
fighters also use tradl- 
Uonai martial arts, 
such as Aikiito and 
Jujitsu. 4 This durle’s 
got crazy eyes, man. 


director, ‘We used optical techniques to 
achieve bigger motions and magnets 
for creating some of the smaller and 
more precise motions. We’ve suc- 
ceeded in making weapons move very 
realistically. Because we’re using 
weapons at different lengths. It was 
difficult to get a good balance In the 
game, but we’ve managed to achieve a 
playable game.’ A special ‘quick-fake’ 
feature, unique to the title, was also 
added. For example, usually when you 
punch, you push the punch button and 


the motion Is automatically run com- 
pletely through to the hit or miss. Here, 
when you attack, you can stop in 
mid-move and perform another one 
straight away. 

So, will AMS’s first real test 
stand up to Sega’s Incedibly high stan- 
dards? Only time will tell, but we can 
say this — after testing Last Bronx out 
ourselves on a recent trip to Tokyo, 
we’re already planning to put our 
names down for the Saturn version, 
due around late spring. 




1 The wooden sledgehammer can Inilct serious damage on the opponent 2 What the Japanese call a wooden sword Is held and 
used like a baseball bat 3 Characters can jump onto and off of the fence for special leaping attacks. 


beveloper: Sega AflB 

Ji 

RELEASE bate: UTE SUMMER 



Some day all video games will be this good. 

You wish. 
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Publisher; Psychosis 


Developer; Reflections 




Rnrtg^ l^tTE: October 


Forget the first game — the 
sequel is going to blouj it away 


T he best of the PlayStation’s launch 
titles belonged to Psygnosls, and 
now, one year later, the sequels 
are on their way. While other compa- 
nies are still struggling to reach the 
quality of Psygnosls’ first round of 
titles. Wipeout XL and Destruction 
Derby 2 are breaking through to new 
levels of quality. 


Despite the suc- 
cess of the first DO, 
there were many flaws, 
and the developers at 
Reflections aimed to rem- 
edy all of the problems and 
up the graphics even more. 

Criticisms of the first Included polygon 
clipping (especially the barriers), poor 


1 Wicked crashes and flipping cars are key In DD2, but the upgrade In racing Is what Is going to make 
002 so universally loved. 2 Those ridiculous ten-car plleups are still Included, and they look better 
than ever! 3 Unlike 001, you can repair your damage by going Into the pits. 


handling, poor racing, boring tracks, 
and poor replay value. For each one of 
these critiques, DD2 appears to have a 
solid solution. The barriers are now 
completely solid, the cars handle more 
like Sega Rally, the tracks are much 
more complex, and the 
addition of pit 
stops, optional 
track routes and 
stunt tricks 
makes the 
replay value 
much higher. 

One of the 
biggest differ- 
ences according 
to Martin 
Edmunson, the 
producer of DD1 
and DD2, is that, 

‘in DD1, the cars 
Just stayed 
stuck to the 
ground, but 
in DD2 we’ve 
come up with 
ways to flip C 

and crash ™ 

the cars in 
real-time. 

Plus we wanted 
to add extra things 
to the damage so you could throw off 
things like the hood and the trunk’. 
Believe it or not, the game’s crashes 
are even more amazingl Real-time 
damage even goes as far as the engine 
catching fire and the car exploding. 
With the full 3D crashes and tracks, rt’s 
possible to drive the car up on two 
wheels and skid along on the hood. 

Add in visual effects like a lens-flare 


from the sun, real-time light-sourcing, 
transparencies, and twice the number 
of polygons on each car and you have a 
game that looks and plays twice as 
good as the original, which should be 
the goal of every sequel! 


The cars now flip 
and roll In real- 
Ume, unlike other 
racing games that 
have pre-set 
crashes. 


The Tracks 

with a plethora of new 
courses, now with banks, 
dips, and jumps, plus 
superior handling, DD2 
is set to blaze a new trail 
for racing games. The 
tracks are now up 
to eight times longer, 
with much more 
Interesting scenery. 


1 The cars In the sequel have been completely redesigned to give tbem a less-boxy 
look. 2 The cars crumple on Impact and lose doors, hoods, and trunks, along with 
catching Are and exploding. The crash engine and graphics are unequaled. 


There are other video games that you could buy. ™ 

Like you care. 









( . J| ThBi^ure 

of pacing... 
^ fully-leaded, 

^ 3-D autocide! 

Live fast. Die fast. 
12 twisting tracks 
of high-velocity, 
demolition xierhy 
where you shoot first 
and overtake later. Pick up lasers, 
mines, smart honjlts and heatseeking 
missiles...then put the pedal to the metal and 
waste the competition. It's kill or he roadkilll 


\^JP 


CRASH ARID BUp M IN-CARfAIVI FOR m 

THE INTERSTELLARUlBflWAY! d# " IN-YOUR-FACE DEATH RACE! 


ROAD HOGS FIGHT 
TO AN ICY DEATH! 


USE EXPLODING FIREWALLS 
TO CLEAN UP YOUR 
REAR-VIEW MIRROR! 




Impact R.icintf^Copyfight© 1996 Futicom Dublin Ltd. Impact Racmy publtsluni undor liccn.-jefiom AivLum 
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roscrvod. Acclaim is a division and registered tradfemark ol Acciami Entefiamnient, Inc o' Sw' Acpl.inu 
Enteridinment. Inc. All rights jeservnd. Screen shots slK'vvn are taken hom the PlayStation version ot the videooatno 




www.acclaimnation.com 









SYSIPC ftAVSTATIOW, 

puBagce CAPcon 


Arcade 


developer; Capcom 

RELEASE date: OCTOBER 


Capcom’s first 3I> fighting game is 
out there — May out there 


S till reeling over Its success with 
the Street Fighter Alpha series, 
Capcom is looking to take the 3D 
plunge with Star Gladiator. While most 
expected the company's first 3D fighter 
to focus on the likes of Ryu, Ken, and 
Chun Li, Capcom opted instead for a 


brand new series 

with a new cast of ^ 

characters. Star Gladiator 
takes the formula over 
which Capcom has labored for years to 
perfect, and applies Its most vital prin- 
ciples (namely responsive controls and 


-3 Reversals are a Mg part of the action, and are much easier to pull off than Alpha Counters. 


The 3D graphics 
In Star Sladlator 
are spectacular, 
especially when you 
consider this Is 


well-balanced characters) to a brand 
new genre. The results are certainly 
looking promising. 

As for the new characters, don’t 
expect another band of street toughs 
and martial artists. Star Gladiator is set 
in the distant future and the characters 
represent several different species, 
from birdmen to prehistoric dinosaurs. 


With this kind of variety, it seems only 
natural that the game would boast 
some truly unusual fighting moves, and 
Indeed it does. Attacks such as Zelkin’s 
Sky Destruction take advantage of his 
flying abilities in a particularly brutal 
fashion. Also Included Is a unique 
counter-move system, which is not 
only easy to do, but pays off with dra- 
matic effects. One final 
exciting feature is 


l-AThe throws arc 
shown from various 
Tekkan-lsh camera 
angles, and are a 
beauty to behold. 
June’s crouching 
throw Is a particular 
treat to watch... 


1 The winning Mow has that Capcom ‘Straet FlghterSuper Combo Finish’ look to It 

2 Only In Star GladlatorvM you see a dinosaur clubMng a greon alien. 


the unique combo 
system which 
actually allows 
the player to see a 
read-out of each 
combo as It’s 
being performed. 
Taking this 
approach, the 
player can master 
longer and more effec- 
tive strategies on the fly. This feature 
also works to unlock the secret combi- 
nations which lead to the powerful 
Plasma attacks. 

In the end, what’s perhaps most 
exerting about Star Gladiator is the 
demonstrated ability by Capcom to 
compete in the 3D fighting game arena. 
Another important Issue to consider 
with Star Gladiator is the fact that this 
is Capcom’s first game developed from 
scratch on PlayStation hardware. While 
the Arcade version of the game Is 
already out, the home version is very 
much the same game, and arcade fans 
are sure to love that 


Other "futuristic racing games" aren't WipeOut XL. 

Obviousiy. 







sysTEn: Arcade 


Tlw game features five 
stages with multiple levels, 
and a final stage that : 
features versus play. 


PUBListcie Sega Gameiiiorks 

DEvaoPEie Sega Technical Institute" 


RELEASE date; AUGUST 


S ega's latest arcade release Is a 
bit of a surprise because of the 
nature of Its gameplay. The tra- 
ditionally fighitng and racing-minded 
company has decided to throw its 
hat into the side-scroiiing 
action/fighting genre. The format of 
the game begs a comparison to the 


seemingiy endiess supply of Final 
F/g/rf clones, but what separates Die 
Hard Arcade irom the crowd is the 
amount of controi afforded to the 
piayer over the characters, not to 
mention the obvious introduction of 
true 3D graphics into the genre. A 
one or two piayer game. Die Hard 


The texture- 
mapped polygons 
add a nloe touch of 
visual variety to the 
side-scrolling ‘beat- 
’em-up’ action. 


lets you play as either a policeman 
or policewoman, even though the 
action’s much the same no matter 
who you choose. The characters, 
with more than 1,000 different ani- 
mations, add a considerable variety 
to the fighting sequences. 

Despite the 2D nature of the 
gameplay, the game does not disap- 
point graphically, with its full 
texture-mapped 3D polygon back- 
grounds and characters. One small 
complaint that may be voiced by 
arcade gamers is the lack of blood- 
shed. Either polygons don’t bleed, or 
armed conflict is much more sani- 
tary in the Sega universe. I mean, 
they’re blowing each other to 
smithereens and not a drop! 

Still, with the expanded control 
features of the gameplay, this game 
is no run-of-the-mill side-scroller. In 


1 Titan’s ST-V architecture pumps out Impres- 
sive graphics, and it also makes a Saturn 
conversion easier. 2 Ole Hard Arcade boasts 
numerous character actions and fighting 
moves. 3 Shouldn't there be Just a tad more 
blood when being shot by an anti-tank gun? 


fact. Die Hard Arcade makes a seri- 
ous run at being the best-looking 
and best-playing action/fighting 
game of all time. 
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1 As in WarCraftn, you 
space combat game 


StarCraft 

Smpt PC CD-ROn 

fuliser: Blizzard 

developer: Blizzard 

mriU’ Mir; DEghBER 


F rom the early alpha versions we've 
been playing around the office, 
StarCraftXooVs to be a very cool 
title. The game uses the same engine 
as the smash hit WarCraftll, but it's in 
a science fiction universe, and has 
some major enhancements. 

There are three races: humans, 
the Protoss and the Zurgs. The Protoss 
are a powerful, ancient race, gifted 
with Psionic abilities, while the Zurg 
are biological masters, building their 
spaceships out of flesh and blood. The 
humans? Well, they're humans — what 
else can be said? War has broken out 
between these three rival races and. 


unlike WarCraftll, where the orcish and 
human units were counterparts, having 
the same abilities but different graph- 
ics, the strengths, technologies and 
abilities of the units in 
StarCraft w\\\ differ 
greatly. There's also no 
planets — players must 
create their cities on 
space platforms, which 
they must build up on 
their own. You'll also be 
able to select up to twelve 
units at a time, three 
more than the original 
nine found in WarCraftll. 


Other key features of the game 
include modem, serial or eight-player 
network play, as well as free online 
gaming on the battle.net server from 


Blizzard. The game should be out this 
winter on CD-ROM, and will require a 
486/66 MHz PC and Windows 95. 


Blizzard looks like it has 
another hit on Its hands. 
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1 Once you’ve beaten the last bess, you can play as him In the Arcade or Versus modes. 2 The llght-sourcbig looks fantastic, and 
the different stages And ways to show It off well. 3 1 don’t mean to nitpick, but I think I’ve seen Balm's moves somewhere before... 


piHJScie Sega 

KvaoPBe Sega AtlB 

nnrigr wn BecEIIBER 


Vasquez oops, I mean 
*Jane’, Is one mean lady, but 
It’s tough to fight out of a 
comer, no matter wtio you are. 


Sure^ the characters look goofy^ but 
you can slam ‘em into the cage! 


A lmost exactly a year ago, we 
were just getting our first look at 
Sega’s awesome Virtua Fighter 2 
on the Saturn. This year, we’re being 
treated to AM2’s latest fighting game 
masterpiece. Fighting Vipers. 

Reminiscent of the Virtua Fighter 
series in control. Fighting Vipers adds 
to the tried-and-true Sega formula with 
a couple of very important new fea- 
tures. Brand-new gameplay elements, 
such as breakable body armor, air 
recovery moves and, most importantly. 


3D cage matches, make Fighting 
Vipers a must for all fighting 
game fans. 

As for the Saturn translation of 
this Model 2 arcade game (the same 
arcade board used for Virtua Fighter 
2), the early results are promising. 

With the goals set even higher for the 
home conversion of Fighting Vipers 
than last year’s VF2, the game is 
already displaying some impressive 
light-sourcing and gouraud shading. 
There is still a little room for improve- 
ment in the 

resolution, but the 
gameplay Is 
already dead-on, 
with the action 
just as fast and 
every move in 
place. If AM2 can 
manage to 
squeeze in just a 
little bit more of 
the arcade into 
the Saturn version 
before it’s fin- 
ished, then the 
game will be on 
track to push the 


1-2 One of the key 
features in Fighting 
VlpereisItieabBityto 
knock off parts of your 
opponent’s annor, 
thereby weakening 
their defense agahist 
future attacks. 3 Each 
character has at least 
one power-up attack 
that knocks their 
opponent flat 4 Sony, 

I Just couldn’t resist 
taking this screen. Do 
the bump! 


Fighting Vipers is 
that there are no 
rhig-outs, and you 
can use the fence 
to your advantage 


Saturn to new limits. Let’s 
just hope that we don’t 
have to wait another full 
year before the home ver- 
sion of Sega’s next two 
arcade fighters — Last 
Bronx and Virtua Fighter 3! 
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As In the otiginal Privateer, 
outfitting your ship acconling 
to what you can afford makes 
up a big part of the strategy. 


F ollowing in the footsteps of the 
hugeiy popuiar Wing 
Commander series, Privateer: 
The Darkening viiW capitaiize on the 
techniques ieamed during the mak- 
ing of Wing Commander Hi ar\d iV. 
Combining Origin's usuai high-quai- 
ity fuii-motion video with a 


brand-new flight engine, it iooks, 
feeis, and sounds iike the best Wing 
Commander ^me yet. And with 
such stars as John Hurt, Amanda 
Pays and Christopher Waiken, the 
acting shouid rank right up there 
with the other Origin hits. 

But wiii fans of the originai 


Privateer {art open-ended game that 
lets players take on any role they 
chose in the Wing Commander wA- 
verse) be disappointed? Weii, 
aithough the game wiii necessariiy 
be iinear to fit to the video footage, a 
random scenario generator will also 
be included for people who want to 
strike out on their own (which aiso 
provides iong-term repiay value). As 
for the completely new flight engine, 
according to the associate producer, 
Starr Long, as of right now it's '...got 
a much higher frame rate than you'll 
find in the retaii reiease, it's simply 
too fast!' That's good news for the 
disappointed muititude who couidn't 
piay Wing Commander iV onVneir 
older 486 machines because of its 
high system requirements. 


Boasting an all- 
star cast and a 
new-and-Impnnied 
Wing Commander 
engine, hew can 
Privateer tall? 


1 Christopher Walken, known for The Deer 
Hunter, adds his considerable acting talents 
to the crevi of Privateer The Darirening. 2 
What space combat Interactive movie would 
be complete without some big explosions? 3 
Not only does the FMV promise to be of the 
highest quality, but the special effects are 
worthy of any modem scl-fl movie. 




Andretti Racing 

system; PutfflAnoN, Saturn 

PUBUstgR: Electronic 

PEvaoPER: Stormfront Stucios ~ 

RELEASE bate: SEPTEMBER (PUYSTATION), NOVEMBER (SATUR^ 


1 In season mode, the game totals points just as In a real racing cir- 
cuit. 2 A split-screen mode Is offered for those not able to take 
advantage of the two-player link mode. 3 The realistic competition 
shows Individual character and a ferocity missing 
In many racing games. 


H eating up the aiready intense compe- 
tition, Andretti Racing from Electronic 
Arts is another step towards the top 
for the one-time indisputable sports king. 
While the comparisons have already started 
between Andretti Racing anri Psygnosis' 
forthcoming Formuia 1, it's still too early to 
call either one a clear winner. Certainly, the 
progress on Andretti so far puts it in a simi- 


lar class which has to be seen as encouraging. 
According to the game’s makers. The goal is to recre- 
ate perfectly the experience of being down on the 
track.’ The early results are a clear demonstration of 
this kind of effort. 

Highlights of the game include two very distinct 
racing classes (Indy Car and Stock Car), sixteen 
tracks, and vicious competition. Graphically, the game 
doesn’t make the most impressive use of the 
PlayStation we’ve seen, but it’s pretty good and could 
still get even better. So far, it’s the realistic gameplay, 
aided by actual consultation from the Andretti family, 
that makes Andretti Racing such a hopeful prospect, 
and with that in place, the rest is almost negligible. 

with sixteen varied tracks, AndretU 
Racing otters a host of new challenges 
for even the most seasoned racing fan. 


The differences 
between Indy and 
Stock car racing 
are far more 
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Rocket Science has told us that a network 
option for multi-player use will be Imple- 
mented before final release. Just imagine 
how cool It could be to drag your buddy 
around by your cable while he’s scream- 
ing profanities right next to you! 

Look for Rocket Jockey to ship 
around the fourth quarter for PC, and early 
1997 for the Playstation. Let’s Just hope 
that the PlayStation version will Include 
link-up capability! 


Nothing feels better than getting 
dragged around at over 80 MPH! 


0 ne of the many new titles 
Rocket Science will be releas- 
ing within the next few months 
is Rocket Jockey. The game takes 
place within an arena or stadium, 
with players slugging It out on 
’rocket bikes’, which can perform 
various stunts. For example, by 
using special cables attached to your 
rocket, you can slingshot yourself 
around the arena poles to get 
tactical positioning. 

There are many ways one can get 
pommeled In this game. Cables can be 
placed between two poles to clothesline 
the other competitors, or you can simply 
use your cable to snag someone right off 
his rocket. Either way, the results are 
hilarious and highly satisfying. 

The game moves at an incredibly 
frantic pace and runs at a pretty high 
frame rate. But what’s really coo\ Is that 



Hit your 
opponent hard 
enough and 
you can send 
him flying off 



SUng-shotting around comers Is the 
key to getting around hi this game. 2 
‘Doh! That's gotta hurt! 3 With a well- 
tlnw cable-toss, you can even grab your 
opponents itght off their bikes! 


NICE PUNCH 

Unfortunately, he has an iron jaw 
(and a rocket launcher). 


Welcome to 



Build your own custom robots! 

Hundreds of deadly weapon 
combinations! 

Ouer 100 robotic killers to 
challenge you! 

Intense split-screen mode for 
2-Player head-to-bead battle! 


Visit your local retailer or call: 

1-818-870-5728 for orders only 

For game tips on our products, call: 

1-900-370-HII\IT pst, 

Must be 1 8 years of age or have parental permission. 
Touch-tone phone required. 


http;//wwutf.thq.com 
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Forget perestroika., it's time to rock! 


SYSTPis PuyStatiow, Saturn 

Pin TgfiK Electconic Arts 

tEVELOPEie EA Studios 

Rnrig- MTB October 


F or enthusiasts of destruction, few 
games have ever matched the pure 
viscerai satisfaction provided by 
the Strike series, if anything, these 
games should be required piaying for 
disgruntled postal workers everywhere 
(a little stress relief goes a iong way). 

Electronic Arts offers a bevy of 
graphical and gameplay enhancements 
that pulls the classic gamepiay of the 
Strike series into the 32-bit generation. 
Each of the five battle scenarios are 
fiiied with a number of mission objec- 
tives and an impressive array of 
buildings, weapons, and enemies. The 
use of wire frame 3D modeis and tex- 
tures based on actuai topographic 
maps aiiow Soviet Strike to boast some 
of the most reaiistic and beautifui iand- 
scapes yet seen on the next-generation 
systems. There are even some FMV 
sequences that seem to buck the norm 
by featuring a compelling visuai styie 
and competent acting. Eiectronic Arts 



amazing, using 
real-life photos 
mapped over a 
tree 30 polygon 
environment 


should be further commended for the 
restrained use of these ciips, which 
offer battlefieid status reports as weii 
as in-game ciues. 

But the most exciting addition in 
Soviet Strike may be the enhanced Al 
which has the enemy pursuing mission 
objectives of their own. The piayer’s 
strategy must now conform to the new 
battiefield dynamics and adjust to the 
enemies’ movements and strategies. 
Combined with the intuitive ciassic 
Strike gamepiay, this enhancement 
should mean that Soviet Strike will 
feature unprecedented levels of 
enjoyment, challenge and, best of all, 
gratuitous destruction! 


Interview with 

Michael Kosaka 
ProducerT Soviet Strike 




1 Allot 

the scenarios were 
carefully plotted out 
on battle maps prior 
to programming. 

2 Unlike srune of the 
prevleous Strikes, the 
assault chopper Is the 
only attack vehicle at 
your disposal. 

3 An enharwed Al 
means the enemy no 
longer patlentty waits 
for you to dispose of 
them — they have 
their own agenrta. 


Q: What etomentc Of 
the classic game- 
play fmmlha 
IS-bitSMka- 
serlaswilllM 
retained or 
deleted for 
Smriel Strike? 


A: We’re keeping 
the same generai 
gamepiay view, 
but adding a 
‘chase piane’ 
view aiong with 
the ‘ciassic 
Strike' view. 

We’re keeping the 
same depth of story, but also adding 
new and exciting story video and state- 
of-the-art graphics. We’re maintaining 
the ‘thinking man’s shooter’ mentaiity, 
but adding new and chaiienging puzzies 
and missions. 


1 FMV clips (With (Mimpetent actors, even!) help to aihrance the story- 
line and provMe valuable infrkmatiim. 2 A member of the development 
team does a little ‘hands on’ jesearch. 


http: /'/uAuw.ultr'agp.com 


Q: One of the hnmedhrtely noHceaMe 
aspects of SovfW SMfw is Oie IrigMy 
detaOed lands ca pe s . How wras this 
effect achieved? 

A: The photo-realistic ground effects 
were created by EA staff artists. 
Reference data was derived from aerial 
photography, actual European site pho- 
tos, and numerous technical sources. 
The display programming is a new EA- 
created ‘streaming’ technoiogy that 
puiis data off of the CD-ROM disk 
quickiy and effortlessiy. 


1 Superb explosions, Ihe satisfying payoffs of the Strike series’ gamepiay, are back in 
full force. 2 The level of detail in tile game environnient lives up to 32-blt expectations. 
3 Soviet Strike is tilled witii an exhilarating array of objects to decimate. 4 GunsMp 
UlTM GP prepares to eiuct revenge on the Love Boat for years of creel and unusual 
televised punishment 
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Q: Many 32-hit games have featured 
dazzling graphics and gamepiay, but 
have been lacking fai the depth 
department With Just five levels In 
the game, deesnt Soviet Skike 
leave Itself open to IMs criticism? 

A: Within each of the five scenarios are 
five to ten missions. Each mission is a 
compiex series of tasks and puzzle- 
solving. You can choose your own 
strategic method of compieting the 
game. This game will not be easy. 

^ 







T he first PC title to come from those 
Earthworm Jim guys at Shiny, MDK 
is a 3D action/adventure game that 
rivals (and perhaps surpasses) any 
similar gaming experience on home 
console systems. 


Unlike many action/adventure 
games, MDK’s gunplay revolves around 
the strategy of evading detection while 
infiltrating enemy held territory. 
Ribbon-chuting into a city, and then 
navigating the dimly-lit pathways while 
silently eliminating enemies can be 
comparatively described as the dark 
alter ego of Super Mario 64’s gameplay 
(you run around and explore, but you 
get to kill people). Of course, if the hero 
is detected, the nature of the game 
changes to a frenetic trigger-happy 
pace that should prove satisfying for 


putfowm: pc 

PUBUSHHl: PUYMATES INTERACTIVE 


DEVHJpae Shiny Entertainment 

RaasE DkTE December 


zoom in on targets off in the distance to 
pick them off. Three secondary screens 
in the helmet track shots taken at the 
enemy, and even allow the player to 
see the impacts. 

MDK senes as an impressive 
precursor of 3D PC games to come. The 
fluid character control and movement, 
the elaborate 3D settings, and the 
exquisite graphics show that the PC is 
well up to the task of offering the gun- 
play experiences previously reserved 
for home console systems (which, by 
the way. Shiny is taking a hard look at 
for conversion). 


Zoom In on On target until you can sae the 
orange of Ms eyes, and then it’s ‘hasta la 
vista, babyl’ 


Theitchiy- 
detaiied game 
envtronments are 
huge and begging 
for exploration. 


those who prefer the focus on action. 

One of the most entertaining con- 
trol features in the game is the ability to 
switch to an inside-the-helmet view. 
The helmet view allows the player to 


1 MOK’s smooth 3D 
gunplay may have con- 
sole owners suffering 
PC envy. 2 Deploy the 
ifbbon chute to float 
down upon enemies. 

3 Using the bi-helinet 
view, you can pick off 
targets from far away. 



D escribed by the developers as a 
cross between Resident Evil 
and Tekken, Perfect Weapon is 
a 3D adventure game that attempts 
to fuse the best elements of two 
popular genres. 

However, the early version of 


Perfect Weapon did exhibit some 
glaring deficiencies. The 3D environ- 
ments aren’t very interactive, and 
the main character’s movements are 
a little stiff, even when he is merely 
running from one scene to the next. 
Add to that the very real danger of 


creating a mixed-genre game that 
dilutes the best aspects of each 
respective genre, and the challenges 
facing the game are considerable. 

But the good news is that 
there does seem to be reason for 
excitement. Perfect Weapon features 
some of the most beautiful 3D envi- 
ronments ever created for a 
PlayStation game. It’s also got a 
unique Al that allows enemies to 
cooperate and fight strategically. If 
the proper dose of gameplay ‘magic’ 
can be administered. Perfect 
Weapon can indeed be a game that 
features the best of two worlds. 


The alien environ- 
ments hi the game 
feature many 
beautiful awe- 
bispbfng sights. 


1 Perfect IVaapon features five 
visualty-stunning hostile worids. 

2 Gameplay can best be 
described as a 3D acthin-adven- 
ture/fighthig game. 3 Puzzles 
help to add some variety. 
4 Allens use fIve-on-one gang up 
tactics when nghthig. 


PUYSfATIOH, 


Saturn 


SYSTEna 


pihjsher; ASC Ganes 

levacPER: Gray Matter 


kOEAg: BATE Fall 
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Jumping attacks 
are powerful, but 
you can’t leap 
very high. 



W ith the release of Tekken 
2, many a PlayStation 
owner was probably 
thinking their 3D fighting game 
dreams had been answered for 
the year. However, it seems as 
though a new chapter is about to 
be written in the genre with Toba! 
No. 1. When the rumors started 
flying that designers from the 
Virtua Fighter and Tekken teams 
were working on Tobal, fighting 
game fans the world over sud- 
denly became very interested. 
While there are still unsubstanti- 
ated nimors about specifically 
who the team members are, the 
President of Dream Factory and 
the producer of Tobal, Seiichi 
Ishii, were indeed involved on a 
very deep level with the original 
Virtue Fighterteam, as well as 
both Tekken and Tekken 2. 

While even Ishii concedes that 
the state of 3D fighting games is 
still not to the level of the 2D 
genre, he has made it a point to 
take Tobai No. 1 beyond what has 
been done before. Isbii believes 
that fighting games need to move 
beyond the traditional platforms 
and this is why he has included a 
Quest Mode in Tobal. In this 
mode, the player moves through a 
dungeon-like maze, battling ene- 
mies along the way in full 
fighting-game style. 

Additionally, what Tobal otters 
beyond any other 3D fighting 
game is full 3D movement at all 
times. Ishii sought to conquer 
what he calls 'the limited 3D 
access problems of games like 
Virtue Fighter and Tekken.’ /md, 
when asked how he managed to 
conquer the problem when no 
one else could, his answer was 


simply, ‘because of good program- 
ming.’ One factor that’s come into 
question is the lack of texture maps in 
lieu of the 60fps animation. While Ishii 
suggests, ‘The first (visual) impact 
might be weakened...’, he goes on to 
state that the trade-off is to the player’s 
benefit. Trust us, this is definitely one 
to keep an eye on. 




1 Throw your tall around too much, and eventually someone will pay you back. 2 The attacks In Tobal are separated Into three categories: high, medium, and low. Combine 
a high attack with dashing, and you get spinething like this. 3 Manyof the moves aren’t completely original, but they sure jook good In hl-res. 4 That’s one big pig. ^ 
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According to the government it is 






preposterous to believe that such a 
game as AREA 51 exists. Concerning 
allegations of a top secret experiment 
gone bad, resulting in mutating alien 
creature^ authorities were unavailable 
^Pkor comiiietit. Unidentified sources 
state AREA 51 has developed advanced 
technologies of mysterious nature; 
3D rendered graphics, live digitized 
action and stop frame animation. All 
have been denied by high level 
officials. As for a home invasion 
of the ARCADE GAME, the Pentagon 
asserts there is absolutely no 
documentation pertaining to this rumor. 
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Thousands of evil ores have landed in the big 
city — make sure they get a rude welcome! 
Choose a dwarf (Greg, Taconac or Corthag) 
and one of their trusty, weapons (baseball 
bat, bowling pin or shotgun). 

Blast, bludgeon or seven-ten split hordes of 
villians in the Bronx, then rescue four genius 



kids taken by a sinister general. 

Alternate between the dwarves on the 
fly to unleash special moves or combine 
them for fast attacks in "brawl mode" or 
"morph dwarf." 

Three Dirty Dwarves delivers non-stop head 
smashing action with a high-energy sound- 
track and a look all its own! 


Three Dirty Dwarves ' (or Sega Saturn " and Windows* 95 


SEGA SATURN 








1-2 You donn Just 
pick on ffinosaurs 
— you’ve got to 
deal with enemies 
from the future, as 
wel as the past 



The first Nl3^ Doom-game may not be Doom^ but you shouldn’t be dissapointed 


SysTPt Niwtenco bM 

Puajsicie Acoaih 

Devo-Oper: Iguana 

Release I^te; NovEtiBER/DECEriBER 


T he Nintendo 64 has already shown 
gamers what a beast of a machine 
it is, but it's Iguana that is planning 
on showing the rest of the world exactly 
what a BEAST looks like on the 
Nintendo 64. 

With some of the most realistic 
graphics ever seen on a console sys- 
tem, Turok \s a completely polygonal 3D 
shooter in the mold of Doom, but it has 
taken the mold, broken it and created 
an entirely different benchmark in the 
genre. Previously, 3D shooters like 
Doom and Wolfenstein were created for 
the PC first and then ported over to 
home consoles. With Tumk, Iguana is 
creating a 3D shooter that fully utilizes 
all the speed and polygon pushing of 


Nintendo’s flagship system, and 
the result is an astonishing game 
that, if finished up properly, could 
show exactly how powerful the 
N64 is. 

In a recent trip to Iguana's 
offices in Austin, Texas, Ultra GP 
got an opportunity to sit down 
with the developers, play through 
the game, and get a look at what's 
still to be done. There was only 
one fully-playable level (seven are 
scheduled), that had Turok ram- 
paging through a forest, 
destroying dinosaurs, mutants, 
and humans alike. The fogging 
effect crisp music, and fully-3D 
environment set the stage, while 
the motions of 
the enemies and 
the unreal effects 
transported the 
player into a truly 
scary world. After 
the first level, 
we had a 
chance to see 
the most 
amazing-look- 
ing boss 
creature ever. 

A giant mutant 
T-Rex, 

equipped with 
a laser sight and 
wicked flame-throwing breath, 
rapidly chased the player around a 
nx)m full of grates and catwalks. 

Plans for some of the later 
levels include an underwater por- 
tion, ancient ruins, and a tree-top 
level, not to mention some more 
amazing bosses. 

Each enemy in the game has 
their own Al. Surprising the enemy 
depends on its hearing and vision. 

For example, if you're running 
through the forest, the enemies 




hear you and react, but if you walk qui- 
etly and kill with a traditional Indian 
weapon, it's possible to sneak up and 
kill the enemies from behind. With 


gameplay features like that and graph- 
ics that blow away any other 3D 
shooter, Tumk is set to give N64 
gamers a real treat. 





1 Tfie T-Rex boss may very end up being the most complex and impre ss iv e l ooking poly- 
gon creature ever shown on the home screen. 2-3 Here we see some ewiy test models 
of nMvk*s enemies. The textures haven’t been added yet, but they already look good. } 






In Progress 

Much of the game still hasn’t 
been finished yet, but we man- 
aged to grab an early look at 
some of the game’s cooler beast- 
ies. Just wait until you see these 
guys at full speedi 



1 1tie Mg bad T-^lex Is as menacliig as they come. Ttie the effects look absohitaly stunning. 2 the enemies look nice and smooth even close-up, thanks to the Ned’s 
smooth grapM^^Robots m ay not M eed, but they fab down ]ust as hard. 4 Itiafs gotta hurti A pobit-Mank Mdletto the head tejiem a g<^ way to start a day put 
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EVER SEEN GROWN REVIEW SHOTS WITH GOOOAAAAALS! TWO GAMES IN ONE: 

MEN CRY? INSTANT REPLAY! INDOOR & OUTDOOR SOCCER! 

Striker 96™ meets you head on with state-of-the-art soccer including an exclusive indoor soc- 
cer option! Exhibition, league, tournament and championship modes! Simulation and arcade 
options! View from seven different camera angles. The #1 team sport in the world comes alive! 




PlayStation SEGA SATURN 


FOR INFORMATION ABOUT THE ESRB RATING, OR TO COMMENT ABOUT THE APPROPRIATENESS OF THE RATING. PLEASE CONTACT THE ESRB AT 1-800-771-3772. Copyright © 1996 
Rage Software Ltd. All rights reserved. Copyright © 1996 Coconuts Japan Entertainment, Co., Ltd. Under exclusive license from Rage Software. “PlayStation" and the ' <6. " logo are 
trademarks of Sony Computer Entertainment, Inc. Sega and Sega Saturn are trademarks of SEGA ENTERPRISES. LTD. Alt rights reserved. Acclaim is a division and registered 
trademark of Acclaim Entertainment. Inc. © 1996 Acclaim Entertainment, Inc. All rights reserved. Screen shots shown are taken from the Saturn version of the video game. 
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ADVANCED DUNGEONS & DRAGONS. RAVENLOFT and the TSR logo are registered trademarK&.of TSR, Inc. IRON & BLOOD and WARRIORS OF RAVENLOFT are trademarks of TSR, Inc. © 1996 TSR, 
Inc. PlayStation and the ' ^ ' logo are trademarks of Sony Computer Entertainment. Inc. Se^ and Sega Saturn are trademarks of SEGA ENTERPRISES. LTD. All rights resen/ed. Acclaim is a 
division and registered trademark of Acclaim Entertainment, Inc. © 1996 Acclaim Entertainment. Inc. All rights reserved. Screen shots shown are taken from the PlayStation version of the video game. 
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R ealism can be an important 
aspect to any game, especially 
when it’s attempting to trans- 
late an actual, human event Into a 
gaming experience. Playmates has 
Injected as much realism as possible 
into VMX Racing, its new motocross 
racer due in November. 

Playmates is the first to admit 


the Inherent problems in making a 
reaiistic motocross game. 

‘Motocross is difficult to capture 
right because It’s physics-based,’ 
says VMX producer Dave Hoffman. 
‘We tried to capture that realism.’ 
And they aren’t kidding. The tracks 
are based on actual Indoor and out- 
door professional courses, as are the 


bikes themselves. 

Apparently, two develop- 
ers even bought motocross bikes 
themselves to get the feel of riding a 
bike Just right. There are stall some 
bugs to work out however, but 
Playmates has assured us that the 
early version we tested was far from 
complete. With a little work, VMX 
Racing cou\<i turn Into a solid 
motocross experience. 



developer: Qpcon 


RELEASE date: SECOND QUARTER 


You travel the longer 
distances on this map screen. 
Atah, IS^_ It’s gocd to finally 
see yen on the P la yStation. 



C apcom continues Its resurgence 
on 32-bit systems with a much- 
needed RPG exclusively for the 
PlayStation. Breath Of Fire ///takes a 
similar story and gameplay approach of 
the first two titles and adds all that one 
would expect from a 32-bit game. 

The game has true polygonal 3D 
backgrounds for the sprite-based char- 
acters to explore. The player can 
change the camera angle on the fly to 
reveal hidden treasures and secret pas- 
sages. The animations and music are 
also a marked Improvement over any 
other RPGs (excluding Final Fantasy VII, 
which Is amazing). According to Chris 

1 The streets of this town may be empty, 
but there’s plenty going on behind closed 
doors. 2 Fighting is stn seen from the same 
3/4 per s pective made popular bi the fbst 
two games. 3 Let’s hope the story is deep. 



Kramer of Capcom, ‘Breath Of Fire III 
builds on the history and success of the 
first two, while adding the 3D elements 
and a much bigger world’. Looks good. 
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Altitude. Attitude. 


(Achieu? a $af?, unnatural hi^h.l 






Take a fl^inf leap into the fantattio u/orld of Tiohbit on hU newest 

quett to taue the universe, flchiewe an 


entirely unnatural hi^h a$ you single. 

►IT. 


double and 


triple-jump your 


uray through the wildest first-person perspective 3-D ^omin^ experience imagined! 




Conquer the 
innovative ^ame 
the PlayStation” 


sequel to “the most 
of the year” - only on 


^ame console. 





4 . 

PlayStadon 



The Sony Computer Enterrairunent logo Is a trademark of Sony Corporation. PlayStation and the PlayStation logos are trademarks of Sony 
Computer Entertainment Inc. Jumping Rashi is a trademark of Sony Computer Entertainment Inc. ©1996 Sony Computer Entertainment Inc. 
All rights reserved. The ratings icon is a registered ttaifemark of The Interactive Digital Soltware Association. 








The Japanese-released demo hints at a new benchmark in RPG games 


A s if the waiting wasn’t already 
killing you, the demo of Square’s 
first 32-btt Final Fantasy game, 
included with the Japanese release of 
Tobal No. 1, is sure to send you over 
the edge. Set against the stark back- 
grounds of a futuristic, Industrial 
metropolis. Final Fantasy VII is a signifi- 
cant departure from the well-known 
fantasy series. According to series pro- 
ducer, HIronobu Sakaguchl, ‘As far as 
the technology Is concerned, the previ- 
ous games (hardware) were not able to 
handle this kind of power.’ As for those 
beautiful graphics, Sakaguchl says 
there’s more the game than just a 
pretty face, ‘We worked hard to merge 
the CG graphics and the gameplay.’ The 
result Is a truly cinematic effect, 


wherein the player Is Immersed In a 3D 
landscape of such Incredible detail and 
vision that the he completely loses 
himself In the adventure. 

As for the gameplay, experienced 
Final Fantasy piayers will feel right at 
home with features such as real-time 
battles, vast map screens and a story- 
line filled with complexities and 
sub-plots. In tact, when asked if the 
story-line would still be the game’s 
overall emphasis, Sakaguchi’s answer 
was a quickly-fired, ‘Yes, of course.’ As 
tor the technical achievements in the 
game, he suggests, ‘Square program- 
mers have worked hard to Improve on 
load time, and It is Just as fast as the 
mass ROM games (cartridge games) 
that you’ve seen in the past.’ Another 
technical Issue addressed by the 
game’s makers Is that of the camera 
control. While the team Insists It would 
have been very possible to allow the 
player to control the camera manually, 
..we have chosen to set the cam- 
era In a professional 

manner, allowing for a 
movie feel.’ 


Hie graphics in 
Final Fantasy VII 
are unbelievable. 
Now If the stocy Is 


Technical wizardry aside, the 
Final Fantasy 1/7/ demo takes about fif- 
teen minutes to finish, featuring a 
mission that has Claud and his party 
bombing a power plant. If you’re 
a fan of the series, then playing 


This Isn’t the Final Fantasy you 
may remember. Gone are the 
bright green forests and 
baby-blue sides; AFW/ls 
a grttty uiban tale that 
trades away Its tewns 
and villages for Indus- 
trial plants and 
back-alleys. 


the demo only makes things worse, 
especially for American game players 
who have to wait until next spring. 


1 Depending on the environment, your character will automatically hop over holes or 
climb down ladders as you run along. 2 daud and Barett go over their plan before start- 
ing the mission. 3 The beginning FMV rendered intro runs seamlessly Into the start of 
fhe gamo, where you arrive by train. 4 The setUngs have a very ‘Industrial’ feel. 


1 The spellcasting In 
FFVII Is a special effects 
dream. Aertth’s ‘Water 
Dragon’ magic is a great 
example. First she sum- 
mons the dragon... 2 
...who rears back its ugly 
head, and... 3 ...throws a 
huge Udal wave at the 
bad guys! 4 There aren’t 
many enemies who ran 
take that kind of punish- 
ment and still come back 
fighting. The only down- 
side is that this spell 
drains almost all of 
Aerfth’s Magic Points. 

Oh well, spend ’em If you 
got ’em. 
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As Claud, you’ve got a pretty harsh-tooking team 
under your command. Just like final fantasy 
& MI'S on-screen graphics, the game’s concept 
^ tual and promotional artwork: are a departure 
H from previous games in the series. Gone are 
wL the light, fairy-tale pencil sketches that 

gained so much popularity instead. These 
new illustrations are solldy bold reflec- 
lions of the game’s darker nature. 


Here’s how the character Illustrations translate 
Into the real polygon models. Unille there Isn’t 
very much use of texture maps, the shading Is 
excellent, and their faces even animate to show 
different expressions. 


The battle scrnies 
all take place In real 
time ^ your enemy 
doesn’t wait for you 
to think things 
through all day. 


1-3 The pure vision 
behind Final Fantasy Vll 
is amazing. Each and 
every screen was 
tediously rendered to 
perfection, as you can 
tell by these CG Illustra- 
tions. With such detailed 
landscapes as these, It’s 
easy to understand why 
Square needed to put 
the game on two discs. 


The camera con- ^ 
stately zooms In 
and out during 
battles, creating a 
very cinematic feel 
for the action. 


Biy, Uyly MOnStGrS with two cos, Final Fantasy l/7/is chock-full of the nastiest bad guys you’ll evertoss a spell at. ] 


i 

i 



ff 

i 
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! 



1 Barett lets a giant flying Insect have It with his arm-cannon. 2-3 Because of the constantly-changing camera angles, the haMe scenes can get really up-dose and per- j 


sonal. After you decide your baWe strat^y, the characters get in close and fight instead of klclng and punching h^ opposite comers. 4 That’s one rra/Zyblg crab. 
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Pl3VSt?Sa^-"“^ 

rX-a.sH.e^^"-"' 

ltcna..e.-^'=^0" 
carnage Heart_^ ^CE 

a,ronioleso1theS«ora 

Da* forces -Luca 

GoWen Nugget -Win 

GTfootl.ag-Gan.etek 

HighVetocay-WusSotware 

'Zei super Het<.e-^,„,3Datnm^^^ 
Moru.kon.batfntogyj'i 
GHL'97-Eieetron.c^ 

Perfect weapon -ASU 

srr=i.~ 

space jam -Auela.* 

sL Winder 

SBange Golf - Ggpcom 

Street F.gl'terPi' 
super Motorcross M 

The Crow ' Accls**^ 

Time commando mm 

TNN 4x4 - ASC 
Tunnel B1 - Ocean 

:eZir;e':oca.ypse-<-o™ 

'^Plo House -Acclaim 

xrebarc^“''^“""“ 


MHL'97-G'ectto"'f 'i'’® 

Repel Assault 11-Luoaa Arts 

space jam -Acclaim 

S'.s— i;sr 

TPeCrow-Acclairn 

Three Dirty Dwarves -Seg 
Tunnel B1- ocean 

Vlrtua cop 2 - Sega capcom 

Werewolt-.ftie Apocalypse 


^l^Wkel^Atlus software 

ZsT Will.amsGnL^'^'"'"^"' 

r^CPamPer-Acdvlslo" 

Blazing Heroes -Sega 

Da*forces-Lu'^"® 

Oa* sun -Data fast 

Da*net-ASC 

“="'®r;;;wo*lng Designs 

Dragon force « 
FlahgngV.pers-Sega 

STBaskelball-Gamtek 

Hell-Gametek 

Blood -Acclaim 

Jeopardy -Gametek 

Judge Dredd-A-taim 

Loaded -interplay 
Mr. Bones - Sega 


1P^ nvnasty- Blue Byte software 

I ZwZln Ziin^ Entertainment 

1 ™'Zah®e'-HZ'nterac«'ie 
\ UMmateVantxe 

9 - 6T Sottware 

1 Genesis 

aSSJSl.----" 

'■““’'Tl '97 -Electronic Arts 

“ . MK3- Williams Entertainment 

Ultimate MW 


Legends oomalliBJs^nteracPve 

:ZteGa«.Wg--lalm 

Namco wn«i“'"'' .,„ia„5 Entertainment 

NBA Hang Time 

NBAJamExPeme-Acclairn 

^ . .Q7 - Electronic Arts 

NBAUve‘97 mu'- 

a4.,u ‘Q? ' Sonv CE 
NHL open ice , Dynamics 

''A"demo*';,„,.„„n Entertainment 

""“'Tsword- American user Games 

tuEdgTNamco-Hometek 

soul power -Atius software 

Soawn ' Sony CE 

TempestX-lnte^AV 
Ten Pin Alley -ASC 

W „rt« N - Origin 

iNing commander I 

lpeoutXL-Psyg"»“^ 


fiEA'S’«»Z'Z"a;^s Entertainment 

Z^rElectronlcArts 

--Toy Headquarters 


^ti.ntendo Wt 

Z corps -Nintendo 

Body count -Nintendo 

BtgteBoogia-f"^"'*” 

creator - Ninte^u Entertainment 

Da* HerePc order 

Z in^nct 64 -^“ZVilllams EnL 

gi/ave Race 64 -Nintendo 


\Nave nB»-° '' • 

PlayStation 

Broken Helix - 


,flupr - Acclaim 

Batman forever »- 
Batuesport-Acclai"' 

Bubsy 3D -Accolade 

“^nrt-egZofW-Nonami 
crusader - Ongm 

DaytonaCha P Eie^^onicArts 

fif'i®*“!L.BMGlnteracgve 

GrandTliettA 

Heart of Darkness - Sega 

Killing Time - Wcla|m 

«“'“Cemr— 

''^'ZeZElectmnlcArts 
NBAUve 

Na ‘97 ■ i„ . Konaml 

Pinky And Tlie Brain 
Poiloenauts-konami 

sacred Pools - Sega 

z:z:-EX.cArts 

TempestX- interplay 

rmZdem-"DDS-nteractlve 
Vilortdwlde soccer 2 


fwintendo W 

1 arkofTime-koei 

\ Batman forever -Accia 

Batgesport-Acclai". 

\rn»a'LegZof^“-’^“"“"’' 

1 Deadly Skies - ^C 

=r:=i=- 

Hyperstam-Activisicn 


. rt Playmates interactive Ent. 

Burning Road -Eia»" 

Idiots in space -ASC j 

Kum«e-.7t.efig''W'=“«® 

Marvel 2099 -Mlndscape 

NBAln7ite2one2-konami 

PMlSPa*-Nlin'lacni'' 

RedAspnalt-lntemlay 

Reloaded -IntetPlay 

Road Rage -Xonami 
SlgnofttieSun-koei 

Slayer -NllndscaPa 
Storm - 
Surreal - ASC 

Penates Inta-actikeCnL 
UMX Racing -Playni 

UR pool -interplay 


Saturn,, 

«--„v.ant-lnterpl« 


Descent -interplay 

Zeisupe%---^r'” 

project Dve*ill- Nona 

UR pool -interplay 

Daytona USA - ^ue Ent. 

Mdk- P laymates interactiv 

"“'“Z Z ^inZo Designc 

o ZardEnt. 

ZeetAcadomy-IntetPlay 

UldmaDnline- origin 

Virtue City PD-Segaag«« 

X-Wingvs.Tieflg'iter 

• Lucas Arts 


I pc . 95, -Hasbro inteiactlve 

] BattlesWf" iims Entertainment 

‘ijetggbter 111- wn.W.W-, mams Entertainment 

1 Risk (Win 95) MicroPtose 

irs5 — 

l o„„.i- Blast - Sega 


Genesis 

X-Women - Sega 
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Machinehead, Core, and Eidos Interactive are trademarks of Eidos, Plc.©1996Eidos. 








Coming soon. 


ei 

INTERACTIVE 


Marvel Comics, The Incredible Hulk and the distinctive liken8ss(68) thereof are trademarks of Marvel 
Characters, Inc, and are used with gjn^iission, Copyriahl © 1 996 Marvel Charactet?", Inc. All rights 
reserved. Eidos Interactive is a trademark of Eidos, Pic. ©1 996 Eidos 
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* Compiled by the Editors of PC Gamer, NEXT Generation and ULTRA GP 

1 . Quake 6 . Descend 

2 . WarCraf* 11 7. Sim Ciiy 3000 

3 . Duke Ttukem 3D 8 . CiuDe'f 

4 . Doom S 9 . Terminal Veloeiiy 

5. Diablo '\Q. UlHma Online 


®ll tMt 
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E Wide Area Ration, IS 

0 Gaming 2, itiplayef \ .^. US^ 

U the only I” . „ qennoe \ o'l'" 
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m up i-ig''*" me intern®*’ \ ^ 

C 5"9°''® iayag®'"%, 
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3 servers agai"®*^ count'V- , „ansfer 
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’quipmEHT Heeded 


r o take full advantage of [3] A 28.8Kbaud modem, or 

the current crop of online ideally an ISDN connection, 
games, you’ll need to invest in [4] A connection with a high- 
some pretty powerful hard- quality Internet Service 
ware. ULRA Game Players Provider, 

recommends the following: [5] Windows 95 

[1] The best Pentium-based PC [6] A good joystick (we like 
you can afford; at least a P90, the FlightStick Pro from CH 
preferably a PI 33 or PI 66 (the Products and ThrustMaster’s 
computer should come with a XX, as well as Microsoft’s 
sound card, a 1 gigabyte hard Sidewinder 3D stick). 


one of the first Saturn games plans than Sega, so don’t 
you’ll be able to play over the expect XBAND PlayStation 
net. Other Sega titles said to be before mid-1997. 

In the works are Baku Baku On the Nintendo side, 

and Daytona USA. Although the things are less clear. For the 
people at Catapult say it is rest of ‘96, Nintendo will prob- 
technicaily possible for Saturn ably just be worrying about 
users to play PC users, it’s selling Nintendo 64, not add- 
unclear at this point if any of ons, but Nintendo has its own 
the first games released for 16-bit network going in Japan, 
Saturn will support cross- and the company is known to 
platform play. be in close discussion with 

Catapult is also in nego- Netscape Communications 


/ f you don’t have a PC, don’t 
despair. Online multiplayer 
gaming is coming to the con- 
soles as well. Soon after Sega 
releases its 28.8 modem 
NetLink add-on for Saturn, 
Catapult, the same people who 
brought online gaming to 16- 
bit machines with XBAND, will 
launch XBAND Saturn in the US 


(it’s already going in Japan). 


XBAND Saturn will follow the 


XBAND PC model, rather than 


the 1 6-bit XBAND model tiations with Sony to start an about its Internet plans for 


allowing more than two people XBAND PlayStation network, Nintendo 64, Probably by late 


to play at the same time. 


but according to ULTRA Game next year, there will be an 


Command and Conquerwm be P'^yer’s industry sources, Sony Internet add-on for the 


has far less developed Internet Nintendo 64. 


http: //www.ulti^agp.com 
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Reborn on the ^th of July- , ://www-gameplayGrs-com 
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,,^,JGaining has evolved for the better. And 
% -ISO has GamePlayers magazine- Beginning 
••.‘with the October issuei you'll discover 


^The name change to Ultra GamePlayers. 


Significantly improved PC game coverage. 


> A completely overhauled design focusing on the 

32/64-bit game forum. 



iUltraDisc, an incredible CD-ROM packaged with the 

magazine revealing top secret peaks at industry 
happenings, Quicktime movies of upcoming games, 
and playable demos along with free Internet 
. software for Macs and PCs. 


f • 




f t * 




Call today and start your charter subscription to Ultra Game Players.! 
Ybu'll recieve 13 issues and 13 CD-ROMs for only $29.95, or 13 ^ 
issues without a disc for only 19.95 -both offers save you over 




69% off the cover price!i>«^ 

When you simscribe , you'll also receive a monthly newslet|lirv •• JS 
and tips sheet bound directly into the magazine 






ATTENTI ON CURRENT GAIIEPLAYERS SUBSCR IBERS: 

d renew your subscribtion today, we]irilPGRi^DE 



If you call 

issues witfl the disc version of Ultra GamePlayers 

• I- ft ^ 

I In US only and expires 12/31/96. Newsstand price per Issue 
i Is $7.99. Canada: $US 43.95 (includes GST), 
n: $US 53.95. Prepaid In US funds. 

I allow 4-6 weeks for mailing of first issue.^ 

Activation Cod 
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US? W£ BROUGHT YOU tARTHWORM JtM. R/GHT HOW 
W£ AR£ MAH/HG OUR FfRST GAM£ FOR 32~B/T SVSTFMS. 
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lilelcome to the most comprehensive reviews section anywhere. 


h ere at Game Players, we’ve always prided ourselves on having the 
most detailed, comprehensive reviews section anywhere And now 
that we’re ULTRA Game Players, we’ve taken it even further, with an 

even more in- 
depth scoring 
system. 


designed to give you the most fair and accurate judgment possible 
Our review team plays every game made, and they each have 
years of gaming experience When you read one of our reviews, you’re 
assured of getting a true expert opinion. If a game Is bad, we put it out 
of its misery. And if a game is truly great, we give It the recognition It 
deserves. Don’t believe the hype — believe ULTRA Game Players. 
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Is Mario alone uorth the price of a neu/ system f You betcha! 


1 When wearing the winged-hat, Mario 
flies every bit as 
good as 
PllotWIngs! 


2 The only 


thing more 


Impressive 


than how 


Bowser looks 


Is the crazy 


way that 


you 


fight him. 


3 The slide 
races are a 
real Joy. 
Here, Mario goes 
up against a Penguin 
for a Star. 


B eing the 

world’s biggest 
Mario fan, I 

used to Joke with the rest 
oftheWtrfMGPstaffthat 
I planned to give the next 
Mario game a perfect 
score, sight unseen. It was 
a fun way to get the 
Saturn and PlayStation 
fanatics around here 
jumping mad, but I never 
— I repeat, NEVER 
thought I’d actually end up 
doing it. Then I plugged in 
Super Mario 64, and 
played. And played. And 
played. No kidding, the 
day we got this game in, I 
didn’t go home that night. I 
played nearly 48 hours of 
straight Mario, then con- 
tinued to marathon 
through the rest of the 
week into the weekend. When I 
did try to sleep, I couldn’t. All I 
could see was Goombas and 
Koopas burned into the insides 
of my eyelids. But hey, what 
could I do? This game is Just 
that good, and any serious 
gameplayer won’t be able to put 
it down for five minutes. 


Fans of the Mario series know 
the formula well: you enter colorful 
cartoon worlds, using quick reflexes 
for stomping enemies and leaping 
over pits, as well as solving dexterity- 
based puzzles. Each successive title 
has added more to the gameplay with 
greater depth, new Mario maneuvers, 
and other entirely brand-new ideas. 
Remember, this is the series that 
invented the modern action/platform 
game, and its creators have never 
been content to simply add better 
graphics to the same old game. It 
should come as no surprise then that 
Super Mario 64 is not only the best- 
looking title of the series, but the best 
playing as well. 

The game is set up like this: at 
its center is the Princess’ castle. Once 
Mario starts the game and enters the 
castle, he is presented with several 
doors in the main hall. Most doors lead 
to a room with a large picture hung on 
a wall, which Mario can Jump into to 
enter a course. There are 1 5 courses 
in all, not counting the game’s many 
hidden bonus areas. 

Once you’ve entered a course, 
your Job is to find and collect stars. 
There are seven stars in each course, 
including one that you get for collect- 
ing eight red coins, one for collecting 
100 gold coins, and five others that 
are uniquely hidden. These stars usu- 
ally require you to solve tricky puzzles, 
or perform a series of difficult stunts. 
The bonus areas contain stars too, but 
there are no hints on where to find 
them, or on how many to look for 
(bonus areas usually only have one or 
two stars). It takes 70 stars to fight the 
last Bowser (you fight the nasty Koopa 
King three times in all), but most play- 




1 Some of the meaner bad guys just want to steal Mario’s hat! 2 Wake up, Mario — I think I see YoshI! 3 One of Mario’s many new abilities has him swinging from monkeybars. 
4 The amazing graphic power of the N64 is hinted at with 'metal Mario’. Just look at the way the light shimmers off of his reflective surface... amazing! 
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ers won’t stop until they’ve found all 
120 stars. Uncover them all, and... 

The beauty of Mario 64 is in its 
unique details. This is no common 
action title, with repetitive gameplay 
and cookie-cutter levels. This game 
thrives on throwing the player a new 
twist every time he enters a different 
area. Mario’s skills remain the same 
throughout the game, but each area 
makes the player use those abilities 


in new and different ways. All the 
while the game manages to maintain 
a smooth, cohesive feel thanks to the 
consistent ways Mario interacts with 
his environment. 

Super Mario 64 really is top- 
notch in every category. The graphics 
are amazing — the game looks like a 
cartoon brought to life. The music 
takes those classic Mario tunes we’re 
all nostalgic for and adds a nice N64 


SIGHTSEEING 


to familiarize yourself with the 
new N64 control pad. You need 
to be able to instinctively swing 
the camera around to get the 
best view of Itie action, without 
having to took down at the but- 
tons, to navigate Utrough the 
tougher courses. 


f,aving total freedom of 
H movement in a completely 
3D environment is at the heart 
of Mario 64, but it does take a 
littfe getBng used to. Not only 
do you have to learn how to 
manipulate ttte camera \rtew 
on-screen, but you also have 


« nasewswo 


1 nia 


2ymmammnr 

IMMlOlBiJMi 

InllNloniaa 


^ Santera Rigbt « 








O Medium View 9 


nw acsMBj bib 
UMlMAmaMW- 

■ngwlMiiaii 




id'v’*--' A 

... 


■ extra incentives to play well 
^ beyond the official ‘end’ of 
I the game. Maybe in a year 
J from now when we get a 
' look at Nintendo’s second- 
generation N64 software, 
Super Mario 64 will be brought 
back down to Earth in comparison. 
But for now, this is the best 
videogame this reviewer has ever 
played in his life. 


9 Long View 9 


luster. The gameplay is incredibly 
deep, totally innovative in its use of 
3D environments, and loaded with 


ALTERNATIVES 


1 One neat trick is to knock a Koopa turtle out of his shell and then go 
surfing on it, which in Itself is worth the price of admission. 2 Don’t 
watch whwe you’re swimming and you’ll end up fish bait! 3 The 
popular Ghost House is back from Super Mario WoriO, and its residents 
are bigger and nastier than ever. 
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1 other than iw 
Ings an a good 


ming over pedestrians, the best part of Ole Hard 3 Is chasing the wdener truck. 2 Shooting frantically Is the best way to find secret routes. 3 file disappearing I 
way for fhe player to keep track of where he’s going. 4 Driving through a huge explosion Is awesonw, but It's haid to boHeve you’d survive tt. 


PLAYSTATI® 


explosions! A zillion tin^s the 


□fifi ULTRA GAME PLAYERS 


http: //WWW. ultragp.com 


blood 


the ability to shoot everyone and 
everything with all kinds of different 
and gruesome guns. Its eight levels 
are all done well, but beyond finding 
new ways to kill the innocent, It lacks 
depth. 

The final game. Die Hard: With 
A Vengeance, has over 15 levels of 
racing through the traffic and pedes- 
trians (ouch!) of New York City. Again, 
the graphics, special effects, and 
control are Impeccable, but the play 
in each level Is pretty much the same, 
which could lead to boredom If It 
weren’t for the ability to bounce inno- 
cents off your fender and wipe the 
blood off the windshield (that Just 
never gets old). 

The game Is pure fun in each of 
the three sections, but after the initial 
'wow', the fact remains that each of 
the three games lacks depth. What 
Die Hard Triiogy does is capture the 
thrill of an action movie like no other 
game has ever done — huge explo- 
sions, non-stop action, tons of gore, 
and no plot, ft’s pure action, take It or 
leave it. 


r 


ALTERNATIVES 


Loac^ *1.1 


-? TuAsted Metal 1.0 

Virtua' ccpq.£ 

Homed Owl fa.M 

True Lies 7M 


tions, but Die Hard Triiogy overcomes 
these obstacles with blazing speed, 
smooth graphics, and pure, unadul- 
terated (OK, slightly adulterated) fun. 

Each of the three games comes 
from a distinct genre, but the glue 
that holds them together Is the mass 


amount of gore In each game. The 
only category that describes each 
game Is ’mutilation’. Whether It’s with 
a light gun, a grenade, or the fender 
of a cab, there’s always gallons of 
blood splattered on the screen. 

The deepest game of the bunch 
is Die Hard 1, which uses a 
3/4, third-person perspec- 
tive and has the player 
roaming the floors of the 
NakatomI Plaza, blowing 
away terrorists and saving 
hostages. It plays a lot like 
True Lies or Loaded and Is 
equipped with plenty of 
awesome effects and dev- 
astating weapons. The 20 
levels have quite a bit of 
variation and easily the 
most replay value of the 
three games. 

In Die Hard 2: Die 
Harder, It’s light gun may- 
hem (compatible with 
Konaml’s Enforcer gun), as 
the player goes on a Virtue 
Cop-type track through the 
airport, destroying all In 
sight. The impressive ele- 
ments of Die Hard 2 are 
the awesome effects and 


1 Nothbig captures the sphtt of Ole Hard 
imogyVke cteartiig pedestrian guts oft 
your wbulshield hi me Hmb noth 

A Vengeance. 

2 Ever wanted to shoot a cop? Well, 
here’s your chance to do It wtthout the 
death penalty \nlHeHardZ. 


■■■ rom the start, the Die Hard 

r Triiogy project had several 
strikes against It. It’s the first 
game from Fox Interactive, it’s a 
movie license, and It’s attempting to 
combine three games Into one. 
Normally, these are all bad Indica- 
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The NkM passes its first fli^t test udth flying colors 


■ s one of 

the few Nintendo 64 launch 
titles, the realism of 
PilotWings 64 makes It the practical 
companion to the cartoony antics In 
Super Mario 64. Both titles also show- 
case the N64’s advanced capabilities 
very well, and do a good Job of teach- 
ing you to use the analog Joystick. But 
is the game any fun? Oh, yeah. 

This game reaches out and 
grabs you right from the opening fly- 
by Intro sequence and never lets go. 
Whether you’re looking to set new 
course records, trying out daredevil 
flight maneuvers, or simply roaming 
around the countryside checking out 
the landscape, you’re gonna have 
bIg-tIme fun! 

There are three main events 
(not counting four bonus stages): 
hang-gllding, rocket-pack, and gyro- 
copter. The fun takes place at various 
locations over the game’s four mas- 


sive Islands, where you’ll be graded 
primarily on how well you maneuver, 
how fast you can achieve all of your 
objectives, and how accurately you 
land. In some hang-gllding levels, 
you’re even graded on how well you 
take photographs — a sur- 
prisingly fun touch. 

The game’s many 
challenges Increase with 
difficulty as your exper- 
tise develops, without 
becoming frustrating. 

Indeed, many of the lev- 
els are so habIt-formIng, 
you may find yourself for- 
getting all about your 
mission and Just sailing 
along In the clouds. 

Of course, a review 
of this game wouldn’t be 
complete until I raved 
about the graphics. 

Everything looks so 
amazing, from the deep- 
blue ocean to the 
fantastic waterfalls, that 
you’ll swear that you Just 


have to touch the screen to get wet! 
There’s a!so my personal favorite — a 
night-time space shuttle launch that’s 
so real, you’ll feel the heat from its 
enormous rocket boosters! 

Even after you’ve finished this 


game, you’ll have a blast creating 
your own stunts, and challenging a 
friend to top them. This game is a 
must for any fan of flight. 


e 




ine 


lanascape 


Pf/otWfngs64is 
vast, with incredl* 
Wy detailed terrain 
that seems to go 
on forever. 


1 Skydiving Is now a bonus level, and Is 
split into two parts: lining to 9tMip 
formattons «id landing on target 

2 Spectacular scenes like tMs nightltoie 
space shuttle take-off are what make this 
game so memorable. 


ALTERNATIVES 


Air Combat 8.4 




Niflhts 'i.ri 


the: line: 


1 Not only can you exphne abowttie Istands, but you can explore In them too. 2 Rl^ about now, you wish you had a parachutel Human canmndwlts have the WORST landingst 
3 There’s no real goal In the Rhdman levels — Just fly around an see the sights! 4 When you’re feeling more aggressive, hop hi your gyro-coptar and li,dit up the countrysktel 



http: //www.ultr'agp.com 


ULTRA GAME PLAYERS Dfil 








CENStD PRODUCT OF 












QUAR' 


uf jj. 


.»J tutll'* 


S?eyf> YoartQ 


AlLUMAf ^ 
fTAftf-l 


SLkAMIIllHh 


^4 u:ir!ijh' 


of SEGA ENTERPRISES, LTD. All rights reserved. Officially Licensed Product of the National Football League Players. The PLAYERS INC logo is an offioial trademark of the National Football League Players. Acclaim is 


AVAILABLE NOW! 

PLAYSTATION " SEGA SATURN" DOS CD-ROM 


sn /a einaoTR 
tftn ? 7:4^S 


0 (> A ; 
ifB Ct biii 
QB Cof>hh 


* *A ’V’ 

•**** V‘- V - df — ■ 

9 




mMm 


REPLAYS FROM ANY CAMERA ANGLE 


BUILD YOUR OWN DREAM TEAM 


ALL-NEW PLAYER ANIMATIONS 




^il O’Don 




GENRE. Role Playing 9 PLAYERS. 1 e PUBLISHER. SONV CE e DEVELOPER. ariELOT e RATING. KA 9 n.S.R.P. $5a-bD 






revie: LJ 


Does the first true Playstation RPG cast a spell or is it cursedf 


espite the advance of 
B J videogame development 
across the next generation 
gamescape, RPGs remain the one 
genre that hasn’t shown significant 
upgrades in appearance or gameplay. 
If anything, the term ‘next generation 
RPG’ can be considered an oxymoron 
rather than a good description of 
RPGs available for 32-bit systems. 

Equipped with a traditional 
point-based battle scheme, Beyond 
the Beyond’s revolving, 360-degree 
3D battle scenes are probably the 


1 The appearance of Arawn's Tower 
foreshadows dark times for the 
Inhabitants of the land. 

2 The malotlty of the gameplay is 
sUII conducted on screens with a 
decidedly 16-blt flavor. 


most attractive sequences 
ever created for an RPG. The 
spell attacks are breathtaking, 
despite the fact that the ‘3D' 
moniker can only loosely be 
applied because of the sprite- 
based nature of the graphics. 

But even with these superior 
fighting sequences, most of 
the game Is played utilizing a 
top-down. Isometric view. 

Ultimately, the actual game- 
play experience varies little 
from the look and feel of con- 
ventional 16-blt RPGs. 

In terms of gameplay, 
there are certain rudiments 
that prove to be annoying. The 
focus of the game is decidedly 
on frequent skirmishes that 
get in the way of the 
explorative, story-based, 
problem-solving elements that 
should be at the core of an 
RPG. As important as battles 
are to RPGs, making a player 
stop and fight every other step 
while merely trying to get out of 
town Is just bad game design. In addi- 
tion, there Is the matter 
of overly vague story- 
line cues that simply 
leave the player 
clueless. 

In spite of Its 
Imperfections, 
there Is a solid 
RPG base to 


battle scenes 
are Beyond the 
Beyond’s primary 
contrlbutlan to the 
advancement of 


Beyond the Beyond. The story of a 
young boy forced to face the threat of 
Impending evil while searching for his 
father Is a satisfying tale. The expan- 
sive world features a wide varied of 
locales to explore and, once all the 
members of the hero’s party are accu- 
mulated and powered up, the frequent 
battles can be knocked through a lot 
faster. The game also features con- 
siderable value by offering hours 
upon hours of gameplay. 

Though no new herald of a rev- 
olution In the genre. Beyond the 
Beyond Is an entertaining title that 
requires a little perseverance 


and patience to get to the goodness 
at its core. 


aLITOXI-VEI, 

Ka n g s , rieldl? ! 
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THE LINE 


^£121 


omio & 


OSPEHAL 


OGAnEPLAY 


INTERACTION 


EXTRAS 


GRAPHICS 


PRESENTATION 


MUSIC 


BALANCE 


INNOVATION 


DEPTH 


SOUND EFFECTS 


1 Spalls of evor-increasing strength are one of the most saUsfyIng components of baMs scones. 2 Slde-perspscUve screens do pop up occasionally for variety, but they are few and 
far between. 3 Cynical gamers might attribute this dragon’s condition to the sometimes tedious gameplay. 4 Point-based gameplay will be appreciated by the RPG tradlUonallsL 
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hree years ago, id Software 

■ released Doom, one of the 
most revolutionary, ground- 
breaking games ever made. This 
moody, immersive firefight-in-hell re- 
invented computer gaming and left a 
generation of fans wanting more. 

But now that Quake — the heir 
apparent to Doom — is out, some 
people have been disappointed. For 
most of us, there can only be one 
Doom and, while Quake can't recap- 
ture that magic of being in hell with 
nothing but a chaingun, it is a great 
game with its own merits. 

This is the first PC game to fea- 
ture a true 3D environment — 


lets you compete with up to fifteen 
other players on a single server, and 
you can play cooperatively, in teams, 
or in a deathmatch free-for-all. 

The same thing that happened 
with Doom will happen with Quake. 
Dedicated hackers will write editors, 
resulting in a flood of new levels that 
will keep dedicated players sated. 
Now throw in free Internet play — 
Quake was built ground-up with the 
online multiplayer experience in mind 
— and you have a game that just 
might be around for a long time. 

9JAE&N BATES 


f ALTERNATIVES 


Strife 


Alien Tr ilaew 



liKtchaven II 

Hexen a.S 


t: 


trapdoors, murderholes, 1 

walkways, cross walkways, 
real bridges — and with the 
right power-ups, players 
can Jump, fly or swim in any j 

direction imaginable. And, 
unlike the sprites of Doom, 

Quake’s monsters are fully- 
rendered polygons, with far 
more fluid and varied ani- 
mation. In practice, they can 
get a little pixelly, but id is 
already working on Quake II, which 
will take advantage of upcoming 
technical innovations on the PC to 
make the game graphics even faster. 

But what makes Quake is its 


Grenades and 
rocfcals 
dottle 
most damage. 

These knights 
MNct lethal 


gameplay. It’s a lot like Doom — fast 
and furious, although with far fewer 
monsters. But although there’s less 
monsters, the ones that are there are 
far more creepy. 

The game is dark and a 
bit murky — in order to 
see it most clearly, you 
should play in a dark, guiet 
room, with few distrac- 
tions. The game has no 
music, and it doesn’t need 
it. The ambient sound 
effects that Trent Reznor 
has put together will make 
your skin crawl. With 
twenty-eight single-player 
levels in four episodes, and 
twenty-eight more death- 
match levels, the result is 
hours of great gaming. 

But even when you fin- 
ish the full version of 
Quake, the game is not 
over — you must play 
against your friends. 
Quake’s multiplayer mode 
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0 6MB RAH IfcHB i-ecoiiiiiended 
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Could being the most hi^ly-anticipated PC game of the year be its doomf 


RATING 


1 Tin wortd of Quafca Is more leaHstlc than comparable games. 2 Zombies can only be slahi with rockets or granades. 3 Daatti Knights and the Lightning Gun don't appear In the 
shareware versioo of Qaake. 4 This floating creature Is called a Scrag- 
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THIS IS NO RED FLAG EXERCISE 

IT'STHr REALTHING! Push the envelope 
when you fly by-the-seat-of-your-pants in twelve searing 
missions. Engage in air-to-air, air-to-sea and air-to-ground 
combat with six real fighters to pilot and a gut-wrenching 
mix of 360° movement and ear-popping 
sound FX. Intense command action. 1 9 

^ on the PlayStation™ game console. ^ 


PlayStation 


The Sony (ompuler Entertainment logo is a trademark of Sony Corporotion. PtoySlotion and the PlayStation logos are trademarks of Sony 
Compoter Entertainment Int. Bogey: Dead 6 is o trademark of Sony Interoctive Entertainment int. ©1996 ASMIK Corporation-Pegosus Japon. 
^1 rights reserved. The ratings icon is o registered trodemork of The Interactive Digital Software Association. 
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U hen it 

comes to 
creating 

workable fiction, it’s 
been said that there 
are only three major 
themes from which to 
choose and, until 
recently, it was easy 
to believe the same 
for videogames. 

That was, until 
Nights made its 
entrance. Arguably 
the most innovative gaming 
experience of the year. Nights, from 
Sonic the Hedgehog creator Yuji Naka, 
asks the player to take a true step up 
to the next level of gaming. There are 
enough familiar elements to make It 
Instantly likable, but if you’re inter- 
ested In playing this game, be 
prepared to learn a new formula. 

Because the courses are timed. 
Nights almost feels more like a racing 


In 


game than a 

standard action title, though 
the pure speed Is only a 
small part of the fun. With so 
many great new elements 
added to the traditional 
action formula. Nights is the 
kind of title that raises the 
bar for games In general. 

While Wg/rfs succeeds 
on so many different levels, 
you can’t help but notice the 
amazing graphics first. The Saturn has 
taken more than its fair share of tech- 
nology bashing for not being able to 
easily do some of the special effects 


year when anything can happen^ ‘anything* just 

1 The graphic style 


did 


1 The graphic style 
of Nights Is fresh 
and coloiful. 


2 The boss stages 
are beautiful, fun 
and Inspired. 


readily available on the PlayStation, 
but Nights proves disbelievers wrong 
on more than one occasion. 
Spectacular effects, like transparent 
fog, multiple llght-sourcing and 
gouraud shading all work to 
perfection in Nights. 

Beyond the technical 
achievements, the artwork 
In Nights Is nothing short of 
outstanding. Sega provides 
a bright, beautiful dream 
land that conjurs up Images 
of the most Imaginative 
fairy tale. 

But what’s far more 
important than its looks Is 
Its gameplay. And, as In all 
landmark titles, this is 
where the game really 
shines. From the absolutely 
natural analog control, to 
the constant flow of original 
challenges, /V/g/rfs fulfills 
its promise of being thor- 
oughly enjoyable on just 
about every level. Whether 


collecting gems or successfully com- 
pleting a string of acrobatics, the 
action is a steady source of encour- 
agement to continue playing. 

Unfortunately, the player’s need 
to constantly see more leads directly 
into the only real shortcoming of the 
game, which is that there simply 
aren’t enough levels to quite satisfy. 
Perhaps any game as great as Nights 
will always leave you wanting more, 
and there are some clever incentives 
to keep you playing certain levels 
over and over again, but still another 
stage or two wouldn’t have hurt. 

^PATRICK BMGATTA 


ALTERNATIVES' 


Crasin Bandicoot B.H 



1 Varying camera angles show the tnie 30 nature off Nights’ graphics, UMHigh the flight engine is actually set on Invisible 20 tracks. 2 With a host off acrobatic moves at your dls* 
posal, It takes practice to truly master Nights’ abilities. 3 You will need to mastw certain battle sMIls. 4 Exploring the 30 terrain is mostly an Interruption to the fflying action. 
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LJhile not a pub crawly Ldtchaven II does have its share of brawls 


omething of a cross 
betNeen Might and Magic 
WKf and Doom, Witchaven ii is a 
combat dungeon crawl. This puts it in 
the same camp as Heretic and Hexen, 
but its poor controls, ho-hum level 
design, and murky graphics leave it 
coming up a bit short. 

You're a warrior in a dungeon, 
using a variety of hand-to-hand 
weaponry — such as swords, pikes 
and maces — against various 
monsters: goblins, ores and 
berserkers. You’ll also pick up magic 
scrolls and potions along the way. 


giving you things like healing, flying 
powers, and super-strength. 

The combat is very visceral, with lots 
of blood and grunting. When your 
weapons crunch into your opponent’s 
armor, there’s a solid feel of steel hit- 
ting steel. The goblins and barbarians 
groan, bleed and die, tumbling over 
into crumpled heaps, all in a very sat- 
isfying manner. 

Another nice feature with the 
game is the level editor. Patient play- 
ers who take the time to learn how to 
use this complex program can make 
their own dungeons, and populate 


of Witchaven 
looks Hko this — 
hand-to-hand 
fighting hi 


them with monsters and trade their 
levels with ether Witchaven tans. 

But for people who enjoy Doom- 
style shooters, the emphasis on 
hand-to-hand combat in Witchaven 
may leave them a bit bored. With a 
first-person view, you can’t maneuver 
as well as you could in a fighting 
game, and Doom games are primarily 
about shooting and dodging. As a 
result, Witchaven’s hand-to-hand stuff 
gets old after a while. But that’s pretty 
much all you get, level after level, with 
only the added bother of using the 
right magic petions and scrolls. 

Still, Witchaven does have 
a satisfying, role-playing 
cembat feel to it, like a 
diluted Hexen. But the 
graphics are more pixel- 
lated, the gameplay is 
choppier and there are 
more bugs (for example, 
after every save, your view 
is changed back to the 
default full-screen mode, a 
definite drawback fer those 
who save often and like to 
see their status bars). 

The most surprising thing 
is that the game has the 
same basic engine as Duke 
Nukem 3D, since Capstone 
licensed its engine from 3D 
Realms. That only makes 
Witchaven it so much 
more disappointing. 

In the end, Witchaven ii 


1 Magic spelis and poHons aid you 
hi your batites against strange foes. 

2 tile Mhio-diakes are 
haif-ndnotaiir, haif-seipent, 
and totaiiy evii!. 


ALTERNATIVES 


is an improvement over the original, 
but it still doesn’t stand up to the 
acknowledged masters of the field: 
Doom, Duke Nukem 3D, and Quake. 



1 The hero's reward: glittering piles of gold, free for the taking. 2 Also Included in the game Is a Build engine, which lets you create your own levels and horrors. 3 The Dead Who 
Walk! Count on seeing this bony guy among your many foes. 4 The enemy can be tough in a fight, but they're not too smart Use your brains to ensure victory! 
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of Sony Computer Enlerlainment, Inc. Sega Saturn'* Is a trademark of Sega Enterprises. 
BOTTOM OF THE 9th is a trademark ot Konami Co. Ud. 


MAJOR LEAGUE BASEBAU 

PLAYERS 


n’S ft WHLE 




IftUCftME tN TIE 


riUlD 3-D 
POLYGON ACTION 


! . . r~Zm M 


STADIUM ANNOUNCER 


700 MLBPA 
PLAYERS 


MEMORY RACKUP 


3-0 INTUITIVE 
BATTING SYSTEM 


TRAINING MODE 

WIND CONDITIONS 

' “PUY-RY-PIAY” 
ANNOUNCER 

PLAYER STATS 


X 


SIGNATURE MOVES 
TRADES 
FULL SEASON 


AND PLAYOFF MODES 
VOCAL UMPS 
ERRORS 


www.konami.coin 


KONAML 













MANOW/« " 

AT Y METAL 

DOS CD-ROM GRMEBOr GRMEGEDR 

^«laim 


THE SOFTWARE IN THIS ADVERTISEMENT IS RATED FROM KIDS TO ADULTS TO TEEN BY THE ESRB, 

Marvel Comics, Iron Man, Tilania. Melter. Mr. Hyde, Yellow Jacket, Goliath, Absorbing Man. Doughboy. Blackout. Zola's Freaks, Arnim 
Zola. Baron Zemo, and the distinctive likenesses thereof are trademarks of Marvel Characters, Inc. and are used with permission. © 1996 
Marvel Characters, Inc. All rights reserved. X-0 Manowar & © 1996 Acclaim Comics Inc. Sega, Game Gear and Saturn are trademarks 
of Sega Enterprises, Ltd. All rights reserved. Nintendo, Game Boy and the official seals are registered trademarks of Nintendo of America 
Inc, © 1991 Nintendo of America Inc," PlayStation" and the ' 4 . ’ logo are trademarks of Sony Computer Entertainment Inc. Acclaim is a 
division and registered trademark of Acclaim Entertainment, Inc. ® & © 1996 Acclaim Entertainment, Inc. All rights reserved. Screen shots 
shown are taken from the PlayStation version of the video game. 
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Fast and Furious Arcade Mode 


Tons of Special Moves 


Motion-Captured 3D Graphics 
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www.psygnosis.com 




PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment Inc. 

Power Soccer is a trademark of Psygnosis. Made under license from adidas AMERICA. Inc. © 1996 Psygnosis Ltd. 
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flaystat: 



Is it ‘crash and bum% or dDes this bandicoot kick some mascot buttf 


m ario vs. Sonic vs. Nights 
vs. Crash, in what may 
weii be the showdown of 
uic uci.ade, Crash enters the piat- 
form game wars armed with a 
'traditionai, but innovative’ take on 
the action/piatform genre. The most 
compeiiing question, however, is 
whether the framiiiarity of Crash’s 
gamepiay wiii breed contempt or nos- 
taigic affection. 

The gamepiay is classic stuff: run 
from ievei to ievei until you’ve 
reached the end of Cras/r's three 
islands, hopping over pits and spin- 
dashing into enemies aii aiong the 


way. The individuai stages offer a 
nice variety of goais, as weii as the 
views that you piay from. 

Taken on graphics alone, 
Cras/i stands in a 
ciass by itseif when 
compared to its 32-bit 
competition. Every 
item visibie on the 
screen is poiygon- 
modeied in actuai 3D 
and then exquisiteiy tex- 
ture-mapped. Crash 
aiso features true 
iight-sourcing and 
shadows that are 


Hie graphics In 
Crash are stunning 
and set a new 
benchmark for the 
PlayStation. 




actually cast by objects in the game 
environment. Still, as attractive as the 
game may be, the most important 
issue is how well it plays. Compared 
directly to the 16-bit games that 
inspired it, Crash Bandicoot is the 
mother of all platformers. Differing 
play perspectives, traditional boss 
enemies, secret passages and bonus 
levels add copious amounts of variety 
to the gamepiay. There is hardly a 
moment to take a breath while Crash 
runs, spins. Jumps, and battles his 
way through three huge islands worth 
of demented, animated enemies. 
Sometimes the difficult gamepiay 
does verge on frustrating, but 
taken as a whole, Crash 
fulfills its mission of 
offering traditional plat- 
form gamepiay in new 
32-bit wrappings. 

The sole element 
that prevents Crash from 
earning an ULTRA Award 
is the matter of originality. 
As fun as the game may 
be, there is a distinct 
impression that you’ve 
been there and done that. 
Crash has definitely mas- 
tered the old-school style, 
but these days a game 
needs a whole new vision 
to be considered great. 



1 The variety of perspectives uti- 
lized for different levels keeps the 
ganraplay fresh. 

2 Some levels are 2D shte-scroHer- 
based, but Crash can still move 
(and die) In any direction. 
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1 1t wouldn’t be a true platform game wtthout mine carts snuck In somewhere. 2 The beautiful ‘Road to Nowhere’ stage will have you cursing the developers. Fear It 
3 The third and final island is the longest stage and features the most daunting challenges. 4 Spiked turtles, my ass! Tty dealing with machine gun-toUng varmintsl 
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Ridge Racing is still but is Namco running out of gasf 


^^^■here's been an on-going 

■ dispute here at ULTRA 

GAME PLAYERS on whether 
Ridge Racer or Daytona USA is the 
better racing game, incredibiy, I seem 


to be the oniy one to notice Ridge 
Racers more reaiistic racing modei, 
and its superior chalienges. i had 
hoped that Ridge Racer Revolution 
wouid quiet the siiiy dissension, and 


Gamepiay 
in RUge Racer 


tiie limfts. If only 
the developers had 


1 The ‘hood 
ornament' view now 
comes with a much 
welcome rear 
viewniliTor. 

2 Of course, there 
Is still the outside 
view tor game play- 
ers uitio gofor a 
more ‘arcadey* feet. 


although it doesn’t quite do that, it is a 
step in the right direction. 

Ridge Racer Revolution 
improves on the original with graphics 
that are now even cleaner and crisper. 
Any previous draw-in prob- 
lems have been eliminated 
for the most part. 

Improving on a high point, 
the soundtrack that so ide- 
ally complements the races 
has been expanded with 
even more pumping tracks. 
But the most important 
improvement comes in the 
more forgiving control. 
Power slides, although still 
quite challenging, are no 
longer your enemy. 
‘Rubbing’ other cars should 
now be considered a rou- 
tine race tactic instead of a 
speed-sucking, expletive- 
inducing racing faux pas. In 
addition, the link cable 
two-player mode is a major 
plus that sends ridge racing 
to new heights and allows 
you to practice offensive 
driving skills on, err... with 
a friend (as long as you can 
afford the extra PlayStation, 
TV, and game, that is). 

But as competent a 
sequel as Ridge Racer 
Revolution may be, regret- 
tably, it does little to live up 
to the ‘Revolution’ part of 
its moniker. Although all 
around variety in the tracks 


is improved 
over the original, 

track selection is still limited with just 
three basic tracks that share common 
portions. The ability to race them in 
reverse after conquering them for- 
ward has always been a feature of 
debatable entertainment — it’s nice, 
but not great. And perhaps most 
importantly, the lack of a season or 
circuit mode diminishes replay value 
for the single player. 

Overall, the game is hurt by its 
similarities to the original. The racing 
genre has boasted increasingly better 
games since the release of the first 
Ridge Racer. Competitive products 
coming in the next few months seem 
to indicate that quality and expecta- 
tions will be raised even more. Ridge 
flacer may have impressed with its 
good looks and challenging gamepiay 
once upon a time, but the new incar- 
nation seems more like a retread than 
a new product. Its still a fun game, but 
it could’ve been much more. 
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1 The White Angel car (and its cheating ways) Is now the most potent iMe available. 2 Few racing games can match Ridge Racer Revolution for its exhilarating Mend of speed and 
handling. 3 Love it or hate It, the powersHde is the crux of the Ridge Racer serfes’ gamepiay. 4 The tracks are more challenging, but they still aren’t completely different and dlstlncL 
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■■■ pic MegaGames works hard 

B at making games that are 

fun, easy to piay, and nice to 
iook at. Fire Fight is a great example 
of they company’s commitment to 
creating a title that will suck you in for 
several hours of explosive excitement. 

The setting for the game hardly 
qualifies as original, but the gameplay 
makes up for it. You play an 'Enforcer' 
for the Phantom Council and, as such, 
you fly around a variety of landscapes, 
collecting a vast array of weapons and 
special items, shooting down lots of 
enemy ships. The top-down perspec- 
tive gives the player a nice view of the 
action, while voice communications 
from headquarters report a variety of 
information, such as whether or not 
you should expect a big enemy ship to 
come out of hiding anytime soon. 

Because Epic firmly believes 
games should be easy to learn, the 
controls almost exactly mimic those 
for Doom. Anyone familiar with id's 
classic will instantly fire, strafe, and 
change weapons like a pro. Still 
though, some players might find Fire 


Fight a little troublesome 
to maneuver. Even with 
lots of practice and the 
option to play with the 
mouse or joystick, it's dif- 
ficult to precisely control 
your ship at the necessary 
high speeds. 

Weapons range 
from the standard Vulcan 
Cannon to Concussion 
Grenades. Other weapons 
in the mix include a 
Deathbringer Cannon 
(those on the business end 
of this weapon don't stay 
in one piece long) and 
some lethal Homing 
Missiles. You can also find 
special items to enhance 
your ship, such as a cloak- 
ing device. 

The parallax 
scrolling and high resolution 
SVGA artwork blend nicely to deliver a 
satisfying futuristic feel. Sadly, anyone 
with anything less than a Pentium 60 
running Windows 95 will encounter 


railar aiound 
ship tells you 
the most important 
things: where your 
next objective is, 


1 The multitude 
of weapons at your 
disposal can cause 
a great deal of 
havoc among 
the enemy. 


2 You'll have to 
deal with 
obstructions like 
these mountains. 


serious difficulties running the game. 

But the horsepower needed is 
the only serious drawback to this 
action-packed title, especially when 
you consider the eight- 
player network mode 
available. You can choose to 
play an out-and-out death- 
match, or battle to build a 
base by collecting bricks 
faster than your opponent. 
Although each player must 
have his own CD in the com- 
puter, the package comes 
with two CDs so you can 


immediately start multi-playing. 

When it comes to action 
games, this one has it all. As long as 
you have the computer horsepower to 
run it, it's well worth the price. 


el 


■ , ALTERNATI VES 

dun^^ S.tri ke 7.9 


REIVIEUJ 


REiaUIREMENTS 

e iiUndous fS 


e Double-speed Cl>-R0n cH.ve 

e Pentium U a BUB RAM 

O 35HB hard-tt’i.ve space 

9 VLB or pg SVGA video O House 


Epic proves its dedication to making fast., furious., fun gaming experiences 



OSPECIAL 

EXTRAS 6 

PRESENTATION T 

INNOVATION & 




1 Graphical locales range from high-tech cities to the most frigid areas of the galaxy. 2 Enemy fortifications can be hazardous to your health. 3 Quick fingers and nimble use of 
weapons can mean life or death. 4 Missions vary from destroying enemy communications to rescuing hostages. You'll have to deal with enemy ships the whole fime, though. 
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YOU KNOW HOW IT REALLY HURTS TO GET KICKED 
RIGHT BETWEEN THE LEGS? WUSS. 


TOMB 


N T E R A C T 
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COMING SOON 







I he Game Shark gives you 
codes for all the games in this ad and more! 
ftore codes + more gi^es » more fun! 

With the Game Shark, you won't Just own 
games anymore. You won't just play games 
anymore. You'll master the games — every 
game — you can get your hands 


ftnd check out Inter Act Accessories' full line of high-performance controllers for the “ 
PlayStation and Saturn. Inter Act gamepads and joysticks give you the quickest response, 
fastest fire, and deadliest precision of any controller on the market. With the Game Shark 
and an InterAct controller, you'll have ultimate power at your fingertips! ' " 


ake a bite out of your games with Inter Act's Game 
Shark! Summer may be coming to an end, but that 
doesn't mean your games should. The Game Shark for 
the PlayStation or the Saturn is your ultimate weapon 
against those back-to-school blues! You can fight 
longer, kill more, score higher and go farther in 
every game! Forget those thumb- twisting 
combo-moves and complex finger exercises. 

The Shark gives you more power in every game, 
every day! You'll torch your enemies with the 
flamethrower in RESmEHT EVJL, grab your BFG 
in DOOH, laugh at death in KRAZY IVAN, and go 
for nothin' but net in NBA SHOOTOUT. 


ewm i»s nu m RnnoM M - siMnvii m 
innnnEW PrwMMMbk M! rucanr pome m m nuM cwm stsimi! * 
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saa» WE MCK nt s«miot m swum 

i’ve purchased a Game Shark for the PlayStation or Sega Saturn. 
Send my FREE shirt here!: 


NAME 


ADDRESS 

CITY 

STATE 

ZIP 

PHONE 

E-MAIL 



MAGAZINE I CLIPPED THIS COUPON OUT OF: 

□ GamePro □ EGM □ Next Generation □ Game Players 
SYSTEM(S) I OWN: 

□ PlayStation □ Sega Saturn □ PC □ Nintendo 64 □ Sega Genesis □ SNES 

Rules for Redemption: Send your original store sates receipt reflecting purchase of a Game SharX dated between August 1 and SepteffiE^O, 1996. 
along with this coupon to: InterAct AccessorieSr Inc., 10945 McCormick Road, Hunt Valley. MD 21031 Attn: BTS SHIRT, Coupon must include com- 
plete name and address for order to be fuffiiled. Ptease allow 4-6 weeks for delivery. Offer applicable to residents of the 50 United States and Puerto 
Rico only. Offer expires 10/31/96. Only one shirt per household please. 


InterAct Accessories wonts to send 
you bock-to-school in style with a 
limited edition GAME SHARK 
T-SHIRT - FREE! You con show 
the world that you hove mastered 
the game! 


To get your exclusive, FREE, GAME 
SHAIUC T-SHIRT, simply purchase a 
Game Shark for either the PloyStotion 
or Sega Saturn, fill out the coupon 
below and send it to us with your 
original soles receipt. You’ll be 
sporting a Shark shirt 


wwy\f.gameshark.com 


Snte^^c^ 


InterAct Accessories, Inc. 

A RECOTON® COMPANY 
10945 McCormick Road 
Hunt Valley, MD 21031 


Game Shark is a trademark of InterAct Accessories. Inc. PlayStation is a trademark of Sony Computer Entertainment Co. Sega and Sega Saturn are trademarks of Sega Enterprises, Ltd. 
Nintendo 64 is a trademark of Nintendo of America Inc. All game names are trademarks of their respective publishers. 
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It’s nice to look at^ txjt PlayStation’s first liqhtqun shooter misses its mark 


he PlayStation’s library has 

■ grown In just over a year to 
include games from almost 
every genre imaginable. The only 




major exception to date has been the 
light-gun shooter. That siot has finaiiy 
been fiiied with the reiease of Sony’s 
own Project Homed Owl. With charac- 



wtUi 


I bean 
unnerving feeling. 


'^4,. tri' 




MtTihLt 


PUSI l STPRT 



1 If you’re a fan of 
anlme, you’ll 
probably recognize 
Hie style 
of artist 

Masamune Shlrow. 


2 The almost 
fully-interactive 
backgrounds are 
very convincing. 


ter designs by Masamune Shirow 
(Ghost in the Shell), the iook of the 
game is more than a iittie reminiscent 
of popuiar anime (Japanese 

Animation) and has aiready 
met with a favorabie 
response in Japan. 
Whether US gamers wiii 
appreciate the game’s 
artistic styie on the same 
ievei is yet to be deter- 
mined, but the game does 
maintain a high design 
iook throughout, which 
everyone shouid enjoy. 

Aiways popuiar in the 
arcade, iight-gun shooters 
such as Project Horned 
Owl can oniy be truiy suc- 
cessfui for the home when 
used with a iight-gun con- 
troiier. The game can be 
piayed without Konami’s 
Enforcer gun (soid sepa- 
rately), but the experience 
just isn’t the same. 

The game foiiows most 
of the traditionai ruies 
throughout its five iengthy 
missions. There’s a track- 
based camera in a 3D 
environment, with enemy 
targets popping up at every 
turn. One major difference 
in the game is the decision 
to buck the trend of using 
3D enemies in exchange 
for sprite-based targets. 


with an occasionai poiygonai boss 
character. Unfortunateiy, with the 
environments in the game being com- 
pieteiy poiygonai, the 2D enemies end 
up looking a iittie fiat. Aiso, with 
sprite-based enemies, the action is 
reduced to a hit or miss proposition, 
as opposed to being abie to hit an 
enemy repeatedly or in 
specific regions. 

In the positive coiumn, the 
designers have done an especiaiiy 
nice job of creating a truiy interactive 
background. Aii giass can be shat- 
tered, barreis expioded, and waiis 
sheil-pocked. By invoiving the back- 
grounds in this way, there is an added 
sense of immersion into the game. 
There is, however, a decided iack of 
any hidden items to be found. 

Shooting barreis, windows or 
waiis may give you the thriii of 
destroying city property, but not much 
eise. Though the game iooks and 
piays pretty good, there’s nothing that 
makes it stand out as exceptionai. 

Stiii, the PiayStation finaiiy has a 
light-gun game to call its very own. 

^PATRICK BA££ATTA 


J ALTERNATIVES 


THE LINE 



1 1be potygonal boss cbaractws demonstrate the added depth created with true 3D enemies. 2 With five extensive missions, the game leads you through several varied locaUons. 
3 The ability to power-up your weapon is a useful feature in later levels. 4 With some really nice anlme cut-scenes, the story-line In Project Horned Owl Is pretty well developed. 
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Daddy’s Little 
Eiri is Out ta 
Save the 

4. 

World. Jii/mu. 
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In the year 2069, Earth's no place for a lady. 
Alien pods have turned every living thing 
into hideous mutations. 

One young woman, herself part alien, is 
Earth's last hope. Aided by her scientist 
father, her body is altered, transforming 
her into a harbinger of destruction. 

Daddy's little girl doesn't cook, but 
she'll fry, bake or roast any enemy she 
sees. 'Cause in this world, you 
don't take prisoners . . . you 
$ eat them for lunch. 








IVOW IVIUTATIIVG 
AT YOUR LOCAL 
RETAILER OIV THE 
PLAYSTATIOIV GAIVIE 
COIVSOLE. 
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She doesn’t cook, but she’ll 
fry, bake or roast anything she sees. 


1996 Miiiclscape. Inc All rights reseiveU, PkT/Sthlion 
and ihe PfavStalion logos are trademarks of Sony 
Computer Enleilammenl Inc. Mindscape is a legisleied 
tiadeniaih and its logo and Steel Harbinger ate trademarks 
o1 Mindscape. Inc. All other trademarks and registered : 
trademarks are Ihe property of their respective holders 
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Seqa’s latest entry raises the bar for track and field games 


O lympic fever continues to 
grip the gaming community 
as Sega's hot new R&D 
department, AMS (makers of Sega 
Rally, Last Bronx, and Virtual-On), has 
taken its best shot at creating the ulti- 
mate track & field game. 

Decathlete scores big in the 
visual department by pumping up the 
polygon count on the characters. Each 
one of the seven athletes has their 
own look, celebrations, and distinct 
strengths and weaknesses. When 



1 Balancing speed and Impeccable 
timing, the Pole Vault Is cne of the 
mote challenging events. 

2 TheJamaican dance Is definitely 
one of the favorite celebrations. 


the; line; 


compared to the previous 
benchmark, Konami’s 
International Track & Field, 
Decathlete’s competitors 
appear to be on polygon 
steroids — completely 
smooth, crisp, and full of life. 

After the Initial wow of 
the graphics, the key to a 
good track & field game 
always lies In the complexity 
and variety of the events. This 
is where Decathlete again 
manages to keep pace. The 
Decathlon consists of ten dif- 
ferent events which rely on 
timing, speed, and skill. 

Events like the 100m Dash 
rely solely on button-mashing 
prowess, while events like the 
400m andlSOOm rely on strat- 
egy, coupled with a good 
finish. In the 1500m, the 
player has to weave through 
traffic while not losing strength. The 
key Is to establish a good pace and 
then finish with a flurry. Other events 
like the Discus, Shot Put, Long Jump, 
High Jump, and Javelin all require 
power and a great deal of timing. All 
of the events in Decathlete seem to 
rely much more on timing than power, 
with most of the power meters reach- 
ing maximum without as frantic an 
effort as Is usually required. This 
means that the best Decathletes 
aren’t necessarily those with the 
fastest hands, but the surest. 

With four difficulty levels, an 
arcade mode, a practice mode, an 


le of the best- 
ng polygons to 
ever appear on a 
Saturn give each 
character their own 



event Instruction feature, and a bril- 
liant hall of fame, Decathlete has 
nearly everything covered. The one 
crucial flaw In Decathlete Is the Inabil- 
ity for multi-player play. There Is a 
maximum of two competitors per 
Decathlon and each event is just 
screaming for some four-player com- 
petition. International Track & Field 
allowed for up to four players, which 
made it such an exciting game. The 
Hall Of Fame in Decathlete is what 
saves the replay value of the game. 
Each event has a list of five all-time 
best scores. Each time you break a 
record, your name goes to the top of 


the list and is saved in the Saturn's 
Internal RAM. 

Decathlete has definitely raised 
the bar on track & field-type games. 
Since It doesn’t rely heavily on but- 
ton-mashlng, it should appeal to an 
even wider audience. This one gets 
the gold. 
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1 The loom dash needs four players racing head-to-head, but alas, the game has a flaw. 2 Rick Blade, the US entry, is perfect for events like the shotput. 3 Ellen RegglanI, the lovely 
polygon goddess from France, is a perfect example of crisp graphics. 4 With a bH of practice, getting into the Hall Of Fame Isn’t difficult, but staying there isn’t easy. 
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n ey! j'ou're not "iP 
afraid of a challenge 
are ;/ou? Of course not! 

You laugh in the face of 
fear... all three of them. 


Use j'our ghostly skills to 
solve complex puzzles, find 
secret passageways, hidden clues, 
and locate the lost pieces of 
the dismantled Lazarus Machine. 
Based on the hit movie, including 


some of the same great 3-D 
animation, hilarious gags, and 
original character voices, 

CASPER is a challenging adventure 
for you, your family and your 
friends! Just remember to choose 
your friends carefully! 

For more ghostly information: 



http://w', ft. '.interplay. com 


BY GAMIIIkS. FOR GAMFRS.' 


Pla^ in the dark. 

Ii you dare. 




CASPER'' ’ 1 995 U,(.S. and Amblin.'“ Harvey. '“Interploy Productions. Sony® is o registered Iradeniork of Sony Corporation. PloyStotion ond the PluyStotion logos ore 
Irodcniorks of Sony Computet EnterlainmenI, Inc. Sega and Saturn ore trademarks of SEGA. 3D0 and the 3D0 logos ore Itodcmorks of The 3D0 Company All rights reserved. 






You’re the coach! 

You’re the Athletic Director! 

YOU’RE Responsible for Recruiting 
AND Building the Next National 
Championship Team! 


The Top Defensive Player 
IN High School 


The best End 
Available for 
Recruitment 






ITS GOT ALL 111 DIVISION 1A 
TEAM PLAYBOOKS! 


BUILD A NATIONAL CHAMPION! 

This is no ordinary footboll gome. MVP College Football '97“ has every Division 1 A school — 111 
in all! Each team is accurately represented on both sides of the ball. You take 
the role of player, coach and athletic director — hire coaches, set your game- 
plan each week, recruit top high-school talent, and build a national champion 
iBom from the ground up. Users earn skill points during the season that can be 
used to improve players, hire high-prestige coaches, or improve training facilities. mmt 
Season statistics and league leaders are tracked for each season. Use the Replay 
to check out or view the best plays and hardest hits. 

WkM REAL FOOTBALL HITTING! 

jWlH It's the hardest hitting football game to date. All of the physics of football — 

- precisely, tackles and collisions — have been painstakingly researched. 

MVP College Football '97 has special Collision Zones to determine the outcome 

of hits. Direction of movement, momentum, and the skills and attributes 

of the colliding players will dictate the outcome of every tackle. 


Ill TEAMS, 111 PLAYBOOKS! 

Comprehensive playbooks were designed with the help of Tom Walsh, former offensive coordinator 
of the Oaklond Raiders and current CBS Radio college-football broadcaster. Each team runs the actual 
offense and defense of their real-life counterpart. You'll use detailed individual playbooks — after 
I— ^ — I all, why have 111 teams if everyone uses the same playbook? 


IS IT TELEVISION OR A VIDEO GAME? 

I 1 There have never been player animations as realistic 

as in MVP College Football '97! Hundreds of hours of motion-captured data 

has been used in creating the most life-like characters to ever run across a video game field. 

Details of architecture, sky, and crowds create the feeling of sitting in the bleachers. 


For more information, reach us on the Worldwide Web at http:/^WWW.(iat(ieast.COIIV 
or WWW.mvpsportS.COm or online ot CompuServe (see number below), or call our tipline 
at 1 - 900 - 454-5435 • ($.95 first minute, $.75 thereofter/t8 years or older/touch-tone phone required). 


All nformotion may be subject to change without notke. 


PfayStation 


1850 Little Orcliard Street, San Jose. CA 95125 
Phone (408) 286-7080 Fax (408) 286-0842 
CompuseiveVIDPUBAFomm{GODATA'EAS'n 


MVP College Foolboll 97’' is o Irodemork of Doto Easl USA, Inc. Doto East MVP Sporls is a tegislered 
trademark of Date East USA, Inc. 1 996 all rights reserved. filueSky is o trademark of BiueSky Software. 
The "Officially Licensing Collegiate Products label" is the exclusive property of The Collegiate Licensed 
Compony. The Collegiate Licensed Product is the property of the Independent Labeling Group. Sega and 
Sego Saturn are trodemarks of SEGA ENTERPRISES, LTD. PloyStation, the PlayStotion logo and the PS 
logo are Trademarks of Sony Computer Entertoinment Americo. 
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After a one year hiatus^ £4 Sports is ready to resume 
its role 


here’s no denying that EA 

I Sports completely dominated 
the 16-bit sports genre, but 
last year’s Inability to successfully jump 
to the 32-bit level has left the sports 
king lost, but not forgotten. With two of 
Its biggest franchises, the NHL series 
and Madden, both being cancelled and 
Its others, FIFA and NBA Live, losing 
ground to competitors, EA Sports faces 
the stark reality of being just another 
sports game maker. When I asked Erik 
Whiteford, EA Product Manager, what 
happened last year and how EA plans to 
remedy it, he responded with fervor, 
‘Last year, we weren’t prepared and 
didn’t have enough time to do the kind 
of work that is expected from us, but 
this year we’ve had time and we’re 
focused on making sure that the 

32-blt market will be ours 
once again’. 

Perhaps the biggest 
Indication of EA’s decline 
was the cancellation of 
Madden, the most successful 
sports game ever. The rea- 
son EA held back Madden 
was simple, according to Associate 
Producer Ted Fitzgerald, ‘The game 
wasn’t up to EA standards and we 
didn’t want to stick our loyal consumers 
with a $60 game that simply wasn’t 
worth It’. And as Erik Whiteford puts it, 
‘Right now, the consumers are disap- 
pointed and angry, but in the long 
run, they are going to 
thank us.’ 

After last year’s 
Madden vias 
canned, EA 


any things in this 
m ■ V magazine have 
SMS undergone hrastic 
* changes, hut this Is still 
the onty place to find the 
most up-to-date, accurate, 
and opinionated sports 
game Information. 
Along with a new 
title, SportsUne Is 


also adding PC coverage, which 
means that if you like electronic 
sports games, this is the only place 
you need tube, no matter what sys- 
tem you play them on. 

Each Issue, we’ll kick things off 
with an Indepth look at what we feel 
Is the biggest game at the time, like 
this month’s Madden ‘97. I’ll visit the 
developers and sH next to ttwm as 


they strive to create the best sports 
games possible, and I’ll let you guys 
In on every HtHe secret. 

Following that will be the usual 
hard-hitting revtews and the hottest 
previews. I’m hoping you’ll hrul 
SportsUne a major 
Improvanerrt ova- what was alrearfy 
the best sports section arourut. 

— Mike Salmon 


1 . Last year’s Madden hmked good 
enough from the screenshots, but Ks 
miserable play caused EA to cancel 
the game and start from scratch. 

2. This year’s Madden Is getting old 
school by returning to what made the 
hrst couple games so outstanding. 

3. With Madden out of the way, Sony’s 
impressive Ga/neifay became the best- 
selling PlayStation title, 

4. NHL suffered the same deadly fate 
as Madden last year, but work on '97 
has revealed EA’s first polygonal effort 
as a solid-looking game. 

immediately took the project away 
from the San Mateo development 
team and turned it over to TIburon, 
one of its sharpest new development 
teams down In Florida, whose resume 
includes Madden '94, '96 and NHL '95, 
'96ior the Super NES. TIburon com- 
pletely ignored last year’s failed effort 
and aimed to, ‘get old school with 
Madden '97', as the folks at EA like to 
say. The plan Is to return the lost 
gameplay of recent years, while 
upgrading the graphics to give con- 
sumers a true 32-blt Madden and give 
Sony’s NFL Gamedaya run for its 
money. From all that we’ve seen 
Madden '97\s on course to make a 
serious run at regaining Its lost glory. 

EA obviously lost its stronghold on 
the sports market last year, giving 
Sony and Its highly successful 
Gameday and Face Off a giant head 
start. However, with the refurbished 
Madden '97, impressive early screens 
on NHL '97, and continued work on 
NBA Live, Tripie Play, and FIFA, EA Is 
poised to resume Its perch at the top. 


As for the question of whether the EA 
Sports brand still carries the same 
weight it used to, Whitford simply 
says, ‘we’re just concerned about 
making the best quality games on the 
market, and whoever does that Is sure 
to emerge as the winner’. 

http: /■/www.ultragp.com 
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The graphhs 
in Maddm '97 ate 
light on par with 
Gameday andOte 
motions are 
extremely smooth. 


O ut of the ashes of last year’s 
failed Madden comes what 
could be the best Madden 
ever. The focus this year is on game- 
play, something that the makers of 
last year’s game seem to have forgot- 
ten. The key word around the EA 
offices about this year’s Madden is 
that ‘Madden's getting old school’ 
and, to fans of the series, that means 
fast, furious, and fun gameplay. 

Upon playing Madden '97, 1 can 
honestly say that the magic is back. 
The game is much faster than its rivai, 
Gameday, and the totai control of the 
players Is incredible. Every NFL team 
is included with their current logos 
and uniforms (even the Ravens’ ugly 
duds), as well as every Super Bowl 
winner and loser (lots of Vikings and 
BINs teams in that lot) and the usual 
All-Madden teams. Every real player is 
represented by his real-life stats and 
is placed on the current roster, ready 
to do battle. Every option and stat 
imaginable are available as well, with 
complete stat-tracking for every 
player, a create-a-player mode, 
trades, and even a salary cap, which 
means you can create super players 
for your favorite team, but the amount 


of salary they require causes you to get 
rid of some other salaries in order to 
stay under the cap. So not only are you 
the coach and the player, but you’re 
also the GM — a true fantasy leaguer’s 
dream. The game is eight-player com- 
patible, perfect for that Super Bowl 
party half-time challenge, and features 
two distinct and much tougher difficulty 
levels. The game still takes a bit of time 
to load up, but once you’re on the field, 
the game has no delays, reminiscent of 
the good qualities of a cart game. 

The Saturn and PlayStation ver- 
sions are both scheduled to release at 
the same time. The two versions iooked 
nearly Identical and they both share the 
same exact options, but so far, the 
PlayStation version seems to control a 
bit tighter. The passing game is done 
exceliently, with the ability to lob or 
throw a bullet like the old Madden. 
Receiving the ball seems to require 
more skill than ever. Players of Madden 
know that the best part of the game Is 
playing the D, and this year’s version 
puts you In more control than ever. A 
hard diving tackle, timed perfectly, can 
jar the ball loose or a perfectly timed 
jump can result In a batted pass or 
even a pick, depending on the player’s 




hands. It takes 
great skill to get 
your timing and 
angles down on 
defense and fhat’s 
what makes having 
a great defensive 
stand in Madden '97 so 
rewarding. The gameplay 
is back to classic Madden, but 
it’s gotten even better. 

The presentation and stats of 
Madden '97 are in-depth and executed 
to near perfection. EA’s Ted Fitzgerald 
stated, ‘Gameday was the best football 
game, but the depth of stats and pre- 
sentation are definitely something we 
can and wiii do better’. A completely 
adjustable penalty system gives the 
game that much more realism. The 
stats are tracked in an easy-to-use 
database that inciudes league leaders. 


But possibly one of the best features Is 
the random, yet timely, flashing of stats 
on the screen during play. As you break 
from the huddle, stats like how many 
receptions will flash on the screen just 
like a game on TV. 

Gameplay and attention to detail 
give Madden '97a shot at regaining its 
familiar position on top of the football 
world. We’ll see what Sony has to say 
about that. 



Dec M»£>S AVC T£JS 



1 HaiMngpeilbieiilttatx on tlw screen 
raMy puts the player Into the gannk 


2 Complellng a poet In tKpit Gomrage 
takas tfenlng on Uie pate and the jump 
tar the ban. 

3 Great coMtIon detection makes pate 
coverage 10001. Bump Uiat recalmr too 
much and you*! get the flag. 





1. Watching the holes open up In the running game Is awesome... 2. ..Jiow If you can cut hack aid get to that hole wlOi the speedy EnmdtL.. 3. ..^et a weat dowirileld Mock 
from *010 convict’.., 4. ...and you’re off to the races, a race that Emmltt almost iriways wins. 
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^^■1 asily the best baseball game of 

B last year, World Series 

Baseball lor the Saturn is pow- 
ering up for a mighty sequel. The 
graphics in WSB //are even sharper this 
time, with numbers on the player’s jer- 
seys and much-improved animation, 
coupled with the Inclusion of every 
major league stadium. All baseball 
games nowadays include every sta- 
dium, but no game does them as well 
as WSB II. Day games, night games, 
indoors, or outdoors are all done to per- 
fection. The stadium graphics surpass 
Triple Play, which previously had the 
best stadiums. 

Beyond the initial wow of the 
graphics, WSB II has improved in many 
other ways as well. The announcer is 
even more intense, with commentary 
on the pitch selection, score, and clutch 
situations, in the version I’ve been play- 


ing the announcer wasn’t finished yet, 
but even the 25% complete announcer 
rivaled the best on other games. Once 
again, the play mechanics rely on clas- 
sic and simple control that makes WSB 
II easy to pick up and hard to put down. 

The fielders react perfectly to your 
every whim and the baserunning has 
never been done better. The batting has 
given more control to the player this 
year, where it isn’t just timing and luck 
that decides the result. Pressing up or 
down on the control pad as you strike 
the ball determines the likelihood of a 
grounder or a fly ball. If you get caught 
going for home runs, then It will gener- 
ally be a game full of pop flies. 

However, if you mix it up with some 
grounders through the infield by your 
less powerful sluggers, then save the 
home run swing for the big guns, you’re 
much more likely to run up the score. 


At first glance, 
WSBttkMB the same 
as Its predecessor, 
but upon further play, 
the game Is definitely 
worthy of Its 
roman numerals. 


The pitching has changed quite a 
bit from last year’s ‘curve the ball three 
different ways in one pitch’ style. It’s 
still real easy to use arcade-style pitch- 
ing, but the curves aren’t as dramatic or 
unrealistic. You can actually choose 
from eight different types of pitches, 
from a forkball to a scroogie. The fact 
that there Isn’t a third dimension does 
take out much of intricacies of pitching, 
but WSB isn’t a game about pitching. 

It’s more about hitting and fielding. And 
one new addition to the fielding is rob- 
bing the opposition of a home run. 


When the ball Isn’t going way out of the 
yard, you can position a fielder right by 
the fence and leap In the air to take one 
away. There’s no more satisfying defen- 
sive moment then robbing your buddy of 
a long ball. 

All the Improvements in WSB II 
have made a solid game engine even 
better and given baseball fans and 
Saturn owners reason to celebrate. It’s 
still not going to be as deep a simulation 
as Triple Play, but the pure playability 
makes WSB //an odds-on favorite for 
the best baseball game of the year. 


1 TIw stadium and player graphics have all Improved and all of the views give you good 
vision of the beautiful playing field In Camden Yards... 

2 ...and the hard carpet In the Astrodome... 

3 ...even the vines of Wiigley are here. Now H Harry Carey stumbled around singing 
Take me out to the baUgame', you'd think you were in Chicago. 

4 The smooth animation ready makes MOW Iflicli, and it doesn’t hitrt the looks any, eltlier. 
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FLAYSTATIOl 




Hie 

graphics are no 
Improvement over 
Bameday, but that 
was never 


1 The triple option has always 
been my favorite play. The snap 
and first cholGe to the fullback... 

2 ...now the quaiterback mils to 
the outside... 

3 ..then, at the last minute, he 
pitches to the halfback who cuts 
the comer for yardage. 


O ther than being the only College 
Football game yet available on 
the PlayStation, Gamebreaker'xs 
also significant because it Is a sneak 
peek at what Gameday ‘97 is going to 
look like, and from what we’ve seen. It’s 
more good news for football fans. 

Gamebreafter features 122 teams, 
110 stadiums, home and away uniforms, 
complete statistical tracking, over 400 
plays. Injuries, three difficulty levels, and 
a fully Interactive sideline (bench players 
and chain gang can and will be run into 
on sweeps), plus the developers have 
fixed some of the flaws in Gameday. 


It plays at a faster speed that can be 
adjusted to the players preference. The ball 
Is no longer tipped around until someone 
picks it off. 

What Gamebreaker does Is take a 
winning football engine (Gameday), flush 
out the flaws, add college rules, teams, and 
plays to make one sweet looking and 
playing game. And that should be good 
enough to be the best College Football 
game on the market. 

Next month. I’ll have the definitive 
reviews of Gamebreaker, Madden ‘97 and 
QBC ‘97, as well as a chart to give you the 
ultimate football buying guide. The second 
generation of 32- 
blt football games 
Is definitely an 
improvement, and 
I’m sure you’ll 
agree that It’s 
about time. 


PUBLISHER. Acclaim a DEVELOPER. Icuana e Release Date, a September 
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The usual FMV, camera options, 
and useless extras aren’t included in 
PowerPlay, but what is included is a 
fast-piaying hockey sim with ail the 
real players and a load of fun. The 
graphics iook aimost identicai to EA's 
NHL '95, with the ciassic top-down 
view providing the piayer with the best 
angie to controi aii the piayers on the 
ice. Where PoiverP/ay separates itseif 
from the EA games is in the attention to 
piayer Ai, so each player in the game 
reacts more like their real-iife counter- 
part on the ice. Whiie PowerPlay ior the 
PC can’t even compare with console 
hockey, it is a soiid PC effort. 


GRAPHICS 

7 

INTERACTION 


EXTRAS 

MUSIC 

b 

BALANCE 

•1 

PRESENTATION 

SOUND EFFECTS 

b 

DEPTH 

a 

INNOVATION 


■■■■ he PiayStation and Saturn 

■ versions of NHL 

PowerPlay '96 scored big 
with poiygon piayers and smooth 


gamepiay, but the PC version just 
doesn’t capture the same piayabiiity 
and graphics. As compared to other 
PC hockey tides, PowerPlay \s defi- 


nitely in an eiite ciass aiong with 
EA’s NHL '96, which is exactiy the 
title that the developers at Radical so 
obviously borrowed from. 


1 The abiity to set strategy Is new lor console hockey games, but on the PC Oils Isold hat. 2 Slapshots from ttw point aren’t 
as fast or hanl as on the coiKOle, but sUII are great fim. 3 You can even enter into an all-pro world tournament for variety. 
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r?ATING ; 


jr j II jnsi 


A couple times a year the ten- 
nis games come across my 
desk and whether it’s Pete 
Sampras, Andre Agassi, or Virtual 


Open Tennis, they aii seem to have 
one thing in common: they’re quite 
boring. Basicaiiy, a tennis game is 
pong without waiis or the controi. 


What makes a tennis game good or 
bad is aimost always control. If it’s 
so hard to position the iittie poiygonai 
man over the baii to hit it, then the 


game is absoiutely no fun. The key is 
to make the chaiienge in piacing your 
shots rather than simpiy hitting them 
once you’re there. No tennis game 
has ever done this correctiy. 

The views and controi are 
piayabie, but playing against the com- 
puter is absoluteiy hopeiess, uniess 
you’re some kind of miracie worker. 
That doesn’t mean Virtual Open 
Tennis isn’t decent tennis, because it 
reaiiy is one of the better ones out. 
it’s just that tennis games really 
haven’t advanced in far too iong. 


1 There’s no denying that the graphics In Virtual Open Tennis are real sharp. 2 One real good Idea is placing colored 
mailters where the ball Is geilng to Irit 3 The diving hit Is a treat to see and nearly Impossible to pull off. 
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FIELD.® 


Crafefruit. Just hanging there for you to swat like a big 



has all 28 Major League' 


3-D detail so accurate 


you can practically see 

the peanut shells in general admission. Not to mention all 
the teams, players, rosters, stats, ratings - heck, even 


camera angles, CD stereo sound. You know, icing on the 
cake stuff that makes World Series Baseball™ II so real. 


you expect to see commercials between innings. But you 
won't. Thank goodness. 

Sega's web site at S 


http://www. Sega, com 
or on CompuServe at 


GO SEGA. 


World Series Baseball IL Also available 
as World Series Basebair ’96. 





n 





THE WIND IS BLOWING 


OUT TO LEFT, 


AND YOUR BUDDY'S 


HANGING CURVE LOOKS 


round pihata. You might not get this chance again. After 
all, it's Coors Fieldf where the air is your friend. And who 
knows, your next game will probably be at Tiger Stadiumf 
where the outfield is so deep you have to change 
area codes to call back to the bullpen. In fact. 


Sega is registered in the U.S. Patent and Trademark Office. Sega Genesis, Sega Saturn and Sega Sports are trademarks of SEGA. The World Series is a trademark owned by Major League Baseball and may not be reproduced without written consent. Major League Baseball 
trademarks and copyrights are used with permission of Majorleague Baseball Properties, Inc. MLBPA logo ©MLBPA MSA. Officially licensed by the Major League Baseball Players Association. ©1996 SEGA, P.O. Box 8097, Redwood City. CA 94063. All rights reserved. 
Be sure to visit MLB’s Official Web Site. MLB@BAT: www.majorleaguebaseball.com. 


U.S.: 1-900-200-SEGA $.85/min (recorded). 
$1.05 /min (live). Must be 18 or have parental 
permission. TDD Phone required. Sega of 
America Canada;1-900-451-5252 US $1.25/min 
(recorded/live). 
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O riginally EA’s college foot- 
ball series was called Bill 
Walsh College Football 
and, even though the game is sev- 
eral years removed from that name. 


the actual gameplay is still exactly 
the same. 

For '97, the game Includes all 
the division I teams and several 
larger division II teams. One big addi- 


tion Is the create-a-player option that 
allows you to put the real college 
players and their names Into the 
game. Also new Is the ability to cre- 
ate your own schedule, which Is a 



1 Evaiy team inciiiding my ahna mattar WMU Is In the game. 2 1 tinalty got to start at QB lor BYUI The create-a-playor option Is 
detim t sly ths host part of tMs rahash. 3 Spin moves, Ininlles, and spend busts ars all hara, but that ahit new. 


great way to play through the sea- 
son against the kind of teams you 
want to match up against. The Al for 
the computer has been tweaked a 
little and Is a tougher opponent, but 
beyond those minor adjustments, CF 
’97has done nothing to improve 
over last year’s game. The graphics 
are still lacking, the playbook hasn’t 
changed since the first game, and It 
plays exactly the same. 

CF ’97 is still a solid college 
football game, but unless the cre- 
ate-a-player option Is real Important 
to you, last year’s game (or even the 
four year old Bill Walsh College 
Football) Is all you need. 
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■■■■ he one sport that the PC 

■ has always done a better 
job on than the consoles Is 
golf. Even the worst PC golf games 
are head and shoulders above the 


best the console has to offer. 
However fierce the competition on 
the PC Is, with the Links and PGA 
series leading the way, the new Greg 
Norman Ultimate Challenge Golf 


Grolier IS hoping to enter that elite 
and illustrious pack. 

The game can be played with 
the traditional arcade-style swing 
meter, or you can play It as a course 



1 Tba dslaHad menu Is ttirpishigly sbnpto. 2 Brag Noimm and Ms swbig ars bi tbe gams — bs svsn tsils you bow to Mow a 
bugs toad bi tbs flnals. 3 Tbs courss Is tougb, prstty, and dataHad. 


management style game. You can 
even input your own golf swing into 
the game and try to manage your 
slice on a pro course! When playing 
the course management mode, you 
have to worry about wind, lie, draw, 
elevated tees, and even the type of 
ball you’re playing. The game Is as 
complete a simulator as I’ve ever 
seen, and the menu is actually pretty 
easy to use. This year’s version of 
Greg Norman looks, feels, and plays 
real tight and is In the same class as 
the best. PGA anti Links sfin play 
smoother, but the immense detail 
put into the game and the simulation 
options can’t be matched. 
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e Third Dimension Of Excit eme rtfe 


Robotron X 0iX'-^1,996 Williams Entortuifinwtil Elootrotiics-Garnos, Inc, 

y^ll riglits reserved. Williams and Robotron 2084'’^; are registered Trademarks orwilliams Eiectrertics Games. Inc. Distributed 
[tiiiider.license by Williams Entertainment Inc. Licensed by Sony Computer Entertainment America for use with ttie PlayStation 
PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. 


PlayStation 


Williams Entertainment Inc. 






Baku 


Bass flaster Classic: Pro Edition 


^RATING 8»0^ 

‘ Q 

Battle Arena Toshindan B ) J( 

Wt • yt.AYmAT»S iSS IRQ, 8S ^ y 


Battle Arena Toshinden fornix 



RATING as 


Descent 


ISS ftp. g3 _ 


RATING a^ 


o 


Earthuorm Jim 


'(rating 8.1 ) 


Fade to Black 

ajfCTWomc awts 


RATING 


O 






Hsn 


F( ^RATING ai ^ 


F-10i^U 


Gex 

• ' cavsTAi. DYOAtnics 


^(rating a7^ 


. RATING 8.1 








S’POTLiGHT on: 

BAKU BAKU 

Puzzle games may be a dime a dozen, but 
greaf puzzle games are hard to find! Baku Baku 
manages to mix its hilarious cartoon style with 
super-addictive action. The two-player mode 
will have you and a friend hooked in no time! 


Golden Axe: The Duel 


F(jwiNG 6.3^ 


Guardian Heroes 


I SAT - SWA 


iSS ftO- go 


) y (rating a6} 


Gun Griffon 


r(RATING aZ^ 




Bugs Bunny: Double Trouble 

Ian ■ nuu. 


Bust-A-flove B 


RATING 


r ( ^RATING a 


International Track 8 Field 

|[ra.'.Kq{iA(ra 


iss ftb.gs _ 


RATING a^ 


Iron Storm 


dockuork Kno^it B 


Dy CRATir.7.9) I tumping Flash! B 


3 ^ (rating 9.5^ ^ 

I — o 

P ^(rating 9.2) 


College Slam 


F(^RATING 6 . 9 " 




Krazy Ivan 


'(rating az^ 




Legend of Oasis 


RATING a^ 


Cosmic Face 


'(^RATING 0.0^ 






Lufia II: Rise of the Sirdstrals 


y-A 


'( rating 

y-A 
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Super Har io LN} 

NtH 

Raitainiqig 

M 

g 

INliiq<hi1ts 

SAT 

Raitlmiiqis 

^=3 

S 

PiloteUlruois ItiiMt 

NIkH 

RatlnoiS 

■TloD 


Crash Bardlicoo't 

PS 

[r^ It 3L (m o 

1 

s 

Ridkni® Racer Revoluteioo 

PS 

Raitimiimg 

(Qjonia 


tbgic Carpet 
S 


r(^TING 8.^^ 


Kamanca of the Three Kingdoms 


RATING &z 




Hohauk and Headphone Jack 


] Sflg8 • atACK WBAM. 


fkaeiM Classics Vdl 1 


Need for Speed 

i py • suscTROftic Aars ; 


Uarriors 

■SIWGS^ul 


Olynpic Soccer 

f r»y-u.s.6oi.p 


Olympic Slemm’' 


Panzer Dragoon II Zuei 


Philo s om a 


Psychic Detective 

1 3i»o • skBCTROfiK: i&hts 


Raven Project 


Resident Evil 


Retim Fire 


Road Rash 


Road Rash 


Robo Pit 


issop.es jgy 


RATING ”,| 


Shellshodf 


FCrating 6.6) 


^ /(rating 8^ 


*(rating 8.2^ 


Silverload 

\rs~^iCTokAi I 


Skeleton Uars 


J /(^RATING 7.8'' 

V y 


RATING 7.3 


RATING a3 


RATING 7.9 




) fig/7ter 4Jpha 

o^>>^ \ y |yy • cAPcom 


RATING a 7 


RATING 5.7 


9.0^ 






Super hario RPG 


TEKKEN S 


F - ~ - ' ■ — ^ 

( ^RATING 9.1 ^ 

^ © 

^^(^RATING 9.1 ) 


RATING 


jyC^TiNt^ 2-8^ 


RATING 


- S'POTLiGHT on: 

^ BOGEY DEAD 6 

If you like your dogfights a little more on the 
,. ^*5!!!!^^ _ _ ^ action/arcade side, don’t miss out on Sony’s 

s 'f I S"i'£i — I Bogey Oeadfifor PlayStation. The graphics are 

5 2 ' I SSitl 5 , ' I * sharp, the enemy pilots are cunning, and the 

J 3 B i i split S will make you lose your lunch! 


RATING 9«2 


RATING a3 


Time Killers 

igg»gSiS-7fl«P 


Ultimate Nortal Kombat 3 


3^( ^rating 1.9 ^ ® 


/SisB a Resurrection 

\ fr'ACOLAimBm^r^r^mr j % , issno.is:. 


RAHNG 3.7 


MlJiams Arcade's Greatest Hits 


RATING 7.3 


RATING 7.1 


RAnNG 7.3 




tidpEout 


JFj^RATING 


jy (RATING 6.3^ 




Idorms 


RATING 


RATING /,4 




X-PERTS 




F( ^ting 2.^^ 

t: T’:!' y *- A V ? b 
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Arcade ehootine at its fiutest and 
finest as you eiiminate terrorists 
at Oulles Airport! 

Don for Playstation^ 
kWindows 95‘ CD-ROM. 


Heart-accelerating, driving 
adventure as you race throu||li 
New York City to find hidden hoihbri 




MATURE 



ANIMATED VIOLENCE 
ANIMATED BLOOD 

AGES 17+ 


For information on this product's 
rating, please call 1-800-771-3772 




WOULD YOU 


CALL IT? 



What would you GIVE for a 
CD-ROM containing dozens 
PLAYABLE demos of the very 
hottest PC GAMES and high quality 
new and STILL-IN-DEVELOPMENT 
games? Wouldn't it be cool if you could see and 
hear WORLD EXCLUSIVE footage from the hottest 
Saturn and PlayStation games from around the 
world before most magazines have even published 
a screenshot? Imagine if that disc also contained 
a ton of FREE INTERNET SOFfWARE and was 
stuck to the front of the world's #1 video 
and computer games magazine...? 



And suppose you could get one of these 
outrageous CDs every month! Uhat would you sayf 

Uhat would you call itf 



Disc Edition. 

A magazine, 
a CD-ROM. 

A revolution in a plastic bag. 
On sale in finer 

videogame stores. 






etis-tecffit- 


fouj jurt t|onft gletthefsa^leyet 


WILLIAMS O PLAYSTATION 


Mortal Kambat 3 
Sound Test 


1 Turn on the PlayStatlan wHIiout a CD Inside and 
access the CD plairer from the menu. Now, Insert 
the game CD and 2 frocks will be Indicated im the 
screen. 2 Choose track 2 and select the play button 
on the screen. You will now hear over 5 minutes 


SEGA O SATURN 


1 Press B, «,C, Dp, S, A, C, Ip, STMT at the Title 
Screen to access the League Mode. 2 This Mode ran 
enly be irtlllzed with multiple players (2 to 5 players), 
but » Is a great wav ot keepinq track of stats. 


3 One drawback of League Mode Is that the text has 
net been translated from the ottgbial Japanese. Here 
Is a breakdown of the six merui opthms on the League 
Modescreetu 


1 . The first menu item takes you into League Piay, but the other 
options iisted on the menu screen must be set prior to entering piay. 
After setting the options, return to this menu item to select the 
players and a Vs. screen will appear. 

2 . The second menu item is where you enter the players’ names. 
Since all the text is in Japanese just select a memorable Kanji char- 
acter for each member of the League. 

3 . The third menu Item lets you remove a player from the League. 
Just select a player from the list with A or C. Next, you will see a con- 
firmation screen. Select the top item by pressing A or C to delete the 
player, or select the bottom item utilizing A or G (or pressing B at any- 
time) cancelling the delete. This menu option only becomes active 
after players have been entered in menu item 2. 

4 . The forth menu item holds ‘stats’ for all of the members of the 


League. Once 
again, this menu 
option only 
becomes active 


after players 


have been 
entered in menu 


5. The fifth menu item saves the players and stats to RAM. Just press 
A, then B on this screen to save the information. 

6. The sixth menu item exits from League Mode. In all of the above 
screens, A or C selects and B cancels. 


SEGA O SATURN 


1 Enter the followliw codes at the Title Screen. 


Non-llmlted Jump Rockets — BB, HMt, Bnn, Mi, Z, START 
Remove Targehng Squares — ladi, C, A, START 


Attack Direction Indicator Radar 


Main Menu 

(TfiTiWriF KfTfXe- 
- . fJpfffTire , 


s.Cr-/>5!r-';» Da 


'HF COUFUCT 


©1996 



Invincible 
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SEGA O SATURN 


nUey-Oap Dunk 

Press the MgH SMril* 


simultoneouslY to do on olley-oop. 


NAMCO O PLAYSTATION 


Left Punch - 1 Right Punch 


Right Kick - 4 While Rising - WB Tap Buttons - O 


Timing 


Time Delay - (extra space) 
Very Fast - (no space) 


Heihaehi 


Paul 


0 + 2 , 1 , 1 , 1 , 2 , 1 , 2 , 1 , 1 + 2 , 
0+1 ,1,4, 3, 4, 1,2, 1,1+2, 


Jun 


1+4, 2,4 
1+4, 2,0+4 
0+3, 4, 1+4, 2, 4 
0+3, 4, 4, 4, 3 
1+4, 2,1,4, 4,4 
1+4, 2,1,2, 2,2 
WR+2, 1,1, 1,2, 1,4, 3, 4+3 


Jack-2 


0 + 2 , 1 , 1 , 1 , 2 , 1 , 2 , 1 , 

0 + 1 + 2 , 1+2 
0 + 2 , 1 , 1 , 1 , 2 , 1 , 2 , 1 , 1 + 2 , 1+2 
0+1,1, 4, 3, 4, 1,2, 1,1+2, 1+2 
0+1, 1,4, 3, 4, 1,2,1, 

0+1+2, 1+2 


Yoahimitau 


0 + 1 , 1 , 1 , 1,1 
0+3, 3, 3, 3, 3 
0+2, 0+2, 0+2 

1.2. 1.4, 4, 4, 1,1, 1,1 

1.2. 1.4. 2. 2. 2. 4 1.1 


ULTRA GAME PLJXYERS 12^ 









NINTENDO 64 


:n99.99 



1 

)a tl 

Game sold separately. 

1 

)e Tl 


Over 650 Toys''R"Us stores coast to coast. Call 1-800-TOYSRUS 

for the location near you. ©1996, Geoffrey, Inc. © Nintendo 1996 


first to own 
Nintendo 64! 
Reserve yours NOW 
for just $25 down, get 
0 duffel bog full of gifts... 

FREE! 




SEGA O SATURN 


Short Loading 


1 To shorten the load time between matches 
while playing In Vs. mode, pane the game 
when the winner’s declaration appears (ex. 
■Milan Flare Wins’). 2 Then, press the UR 
SInddir Batin and a short-cut Select Mode 
will appear and allow the selection of fighters 


Take Your Pick 


To use a cheat, hit enter as you would to chat Type In the code to get the effect: 


Make it SO 

Speeds up building, training, and 
upgrading of units 


Title 

Enables & disables cheat mode while 
in the game and disables the intro screen 


Glitterkig prizes 

Gives you 10,000 gold, 5000 lumber 
and 5000 units of oil 


liaeiea 


Eveiy Httte tMng She does 

Gives all spells & renews mana to full 
at time of spell casting 


it is a good day to Me 

Makes you invincible and grants 


Fastdemo 

Makes demo scenes at the main menu 


start faster 




,si 

.JSV" 


Disables magical traps 






There can only be one 

Goes directly to the endgame 


Hatchet 

Makes your peasants chop wood in 2 strikes 


Displays ‘FIEF’ on the screen 


animation 


Uda 

Displays ‘Go Bruinsi’ 


Tigeifiiiy 

Enables skipping levels (see next code) 


Ore n -IMI- human n 

Skip to ore level #n -OR- human level 




CRYSTAL DYNAMICS © SATURN 


Deck me out 

Upgrade all upgradable options 
(this does not upgrade buildings) 


Dieturbing Development 

1 To access a secret level where you fight the heads of the 
game’s developers, Just panto the game at anytime and enter: 




whole map 


Toggle revealing the 
lifting the fog of war 


Toggle revealing the whole map, 
retain the fog of war 


Allows you to continue playing even after 
objectives have been completed 


Unite the dans 

View victory sequence 


You pHfhd Mforni 

View defeat sequence 
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SEGA O SATURN 


2 Collect 20 gems In any level, and 
head tor the depositing station. Avoid 
any gems that might he easy to pick up 
until you’ve deposited the first twenty. 
This will give you more bonus time to 
collect points and Improve your score. 


3 Do not turn In the big gem until Just before Ume runs out Use this tinie to 
Increase your bonus points by collecUng stars and gold gems. 


4 Use the speed dash to build up your speed, but use H In short bursts to 
maintain control. Your speed will slowly diminish after a few quick dashes. 
Go as fast as you can while sUII maintaining control. 


S Press both trigger buttons at the same Ume for Instantaneous breaking. 
Use this for quick turnaroimds and other emergency situations. 


8 Work to master looping objects as opposed to the direct pick-up method 
for faster collection of items. Use speed bursts to close loops faster. 


7 Loop or speed dash enemies for extra bimus points. It’s pretty easy to sln>- 
ply Ignore the enemies, but the bonus points are worth the effort 


8 Check the very top and bottom of each level for hidden Kems. Also check 
cracks and crevices In the landscape. 


8 After nipping a switch, keep your eye open for results. Each switch does 


something different 


lOTo access the Unal level, you’ll need at least a C in each of fhe first three 
levels. Repeat each level unUI you’ve made the grade. 


NAMCO O PLAYSTATION 


Extra Cara 

To access eight additional cars, you must 
destroy all tbe aliens hi the Galaga ‘88 
name that appears during loadliBi, 


Time Trial 


To beat any the cars, use 

your rear view mirror and hit the car 

as it attempts to pass you. This will make any of 

the secret cars slow down considerably. Don’t worry if the secret car passes you 
on the first lap, as it will wait for you to lap it before attempting to overtake you 
once again. But if the secret car passes you after it is lapped, 
it will be impossible to catch it again. 

Buggy Cara 

At the Galaga ‘88 screen that says 
‘That Is GalacUc Dandng’, press 

and how UtfiH-D— i EOIOT. f jtfik 

When the enemies start attacking, 

conUnue holding down I 

those buttons and ^ ^ 

press the Triangle but- 
ton to shoot This wfll 

the homing ^ ^ 

laser and give you a 
perfect score, as 
as activate the super- 
cool buggy cars when 
the radnn begins. 


Secret Cara 

To access the following secret cars, finish first on the 
three regular tracks in Race mode, then defeat the indi- 
cated car on the its respective track in Time Trial mode: 




Track: 

flovice 


13th Racing 
(Black Griffon) Car 


Track: 

intermediate 


13th Racing Kid Car 


Track: 
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By coming bi fbst on 
ail three tracks, you 
will gain the ablHty to 
race flie tracks again 
In reverse. 


4 To race in Mirror mode, start a 
race normally. MwaMwt 
tnoa from the starting gild and 
m tnmA Now, with the solid 


BBHfli ami when ymir car hits the 
wail It wHI break through and you 
wlH be racing on an kiverted track. 




light. Use the directional keys and 
other buttons to alter settings. 11 and 
must be held down at all times. 


In order for Game Shark codes to work 
properly, you must first own a Game Shark! 


Infinite Health 


Have Jetpack 


Skeleton Warriors 


Infinite Health . . . 
Infinite StarSword 
Infinite Lives 


Infinite AGM Missiles 801clecc0064 

Infinite MIRV Missiles 801c(ec00064 

Infinite Surefires 801cfBbc0064 


Big Hurt Baseball 


Master Code 


Player 1 Always Wins 
Player 2 Always Wins 


Master Code F6000914C30S 

B60028000000 

Infinite Health Player 1 . . . IBOTBaScOOSO 
Infinite Health Player 2 ... 16078li500080 


Master Code 


Infinite Cash 

Have Stiletto Bike 


Skeleton Warriors 


Master Code 


More Tricks 

360‘0egroe Spinning Mode 

Highlight the ‘SfMwt’ option on the 
Pre-Race Screen. Hold down 
Sgiiarf +■< and select your track, car, 
transmission, etc., using the START 
button. After making your selections, 
highlight the ‘Stml’ option on the Pre- 
Race Screen while still holding 

+ ( and SELcCT, then press 
the S I AH f button to begin the race. 
Keep holding everything until the race 
is about to begin.You will be asked by 
the computer to try 360 degree spins 
on some corners during the race. Your 
spinning skills will be rated each time 
on a scale from 0-100. 

Secrid Bonus — if you let all 40 
aliens pass by and get a score of 0 in 
Galaga '88. a single firework burst 


will go off and the words ‘Secret 
Bonus’ will flash on screen. Go to the 
‘Other’ screen and you will now have 
the option to set the race setting from 
Normal, Morning, Evening and Night. 

Toggle Mirror — while racing in 
the first person perspective, pause 
and press Trwnglc+Ll to toggle the 
rearview mirror on or off. 

External View Zoom — in 
external view, pause and hold down 
Triangle and press 11 or Rt to zoom 
in or out. Press both together to reset. 

Light Tricks — Holding down ti 
and Ri at the main Title screen 

thA oKilihi onntrni onnt. 


Big Hurt Baseball 

Team 1 always wins . . . . 

. SOITSbdSOOM 

Dark Stalkers 


Infinite Health Player 1 . . 
Infinite Health Player 2 . . 

.800cd1a00090 

.8000115140090 

PO’ed 
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NINTENDO O NINTENDO fc.H 


W e’ve Jotted down tips on finding the first several stars — all 
the ones you can earn from the first four courses. Keep 
your eyes on these pages In future Issues for more tips and tricks 
for this classic game! 


• Find and talk to the pink bomb guy to activate the Course’s only can- 
non, then launch yourself towards the top of the left-most spire. From 
there, Mario can leap to a nearby ledge that holds a star. 


• Look for a large underwater passageway near the ship area. If you 
swim through, you’ll find an underground cavern filled with air. Run 
around to the other side of the cavern to find another series of treasure 
chests. Once again, open them In the right order for a star. 


• Go up the mountain and defeat the Bomb 
King for a star. To beat the Bomb King, sim- 
ply run around behind him, grab him and 
throw him three times. 


• After finding the first few stars of this level, return and look for the eel 
once again, who has taken to living in a small hole near where the ship 
was. Swim near the eel to lure him out — he’ll only strike at first, but if 
you hang around, he’ll swim all the way out. Look at his tail — there’s a 
star! Swim close and try to grab it from above. It may take a few tries 
before you can nab the star without bumping into the eel, so be patient. 


• Re-enter the Course and talk to the giant 11 
Koopa turtle standing near the start. He’ll 
want to race to the top of the mountain. He’ll 
cheat, but you’ve got to stay on the path or he’ll put 
up a fuss. Make it to the goal first and earn a star. 


• Once you’ve found and activated the green switch, go back to Course 
Three and hit the green block on a platform near the ship area to 
become Metal Mario. This will allow Mario to sink to the bottom of the 
water, where he can nab the star that sits atop the strong current. 


• There’s a big Chomp chained to a post near the start of the course. 
Avoid his attacks and jump on top of the post that he’s chained to. 
Stomp on it three times and you’ll release the Chomp, who charges 
through a nearby gate, revealing a star. 


• Right at the start you find a small house. Jump in 
the chimney and you enter a snow slide. Make it 
to the bottom and you win a star (even if you / 
use the shortcut). mS 


• Find and talk to the pink bomb guy (which activates all the cannons), 
then use the cannon at ground level to launch yourself up to a floating 
island, where you’ll find a red block, a tree, another cannon, and a star. 


• You can also use the cannon mentioned above to fire yourself through 
a series of mid-air rings made up of gold coins. If you can manage to 
target the middle coin in each ring (there are five), you’ll earn a star. 


• Find the baby penguin wandering around, 
then use the B button to pick it up. Carry it 
down to the big penguin at the bottom of the 
mountain, and it will reward you with a star. 


• After reuniting the big penguin with its child, 
return to the Course and enter the small house at the start through the 
chimney — the penguin will be waiting to race you! Win (without cheat- 
ing) and you’ll earn a star. 


• After you’ve already found a few stars, you’ll be 
able to find an owl hidden in a tree near the start 
— just climb to the top and he flies out. Jump ^ 
up and grab onto the owl when he flies low [I 
(line up with his shadow, then press and hold U 
the jump button to leap up and then hang I 
on). Once the owl soars as high as possible, L 
look for a floating box with a star in it. Steer ■ 
the owl towards the box, then drop in and nab > 


• Once you’ve found the first few stars on this Course, look for an 
orange and green pedestal on the other side of the ‘slide house’. There 
should be a large snowball there. Talk to it, and it will race you down the 
mountain. You must beat the snowball to the bottom (without cheating) 
and stand just in front of the snowman head there — the snowball will 
grow larger as it rolls down the hill and then collide with the head, form- 
ing one big snowman. For all this craziness, you get a star. 


Climb to the very top of the castle to find a star waiting there. 


• Use the cannon at the bottom of the trolley to reach the cliff at the far 
side. Follow the cliffside around to a small ledge blocked by those nasty 
‘propeller-heads’. Get past them and do a long jump over the pit. Now 
you’re in a kind of vertical maze of ledges that hold red coins. Grab them 
all for a star. 


• Talk to the pink bomb guy to activate the cannon, then hop in and look 
around. You’ll notice two tall walls near you, one on each side of a wide 
slide that leads into a shallow pool. Blast yourself at the corner of the 
wall on the right to shatter it and reveal a star. 


• Near the top of the Course you’ll find two square, stone giants. Beyond 
them you’ll find an even larger version. Wait for him to get close and 
leap at you, then dodge out of the way. While he’s lying face-down, 
stomp on his back. Do this three times to get a star. 


• To beat Bowser,run around behind 
him and grab him by the tail 
using the B button, then 
slowly begin to move the 
analog stick in a 360- 
degree circular motion, 
rotating it faster and 

faster as Bowser gains ^ ' 

momentum. Once he’s up to speed, let 
him fly! Your goal is to toss him into one of 
the mines that surround the platform (lure 
Bowser close to a mine before attempting to 
grab and throw him). 


• Use the cannon to reach the ledge under the flagpole, where you’ll 
find another pole that leads to an even lower ledge that holds a star. 


Course Three 


• Swim to the sunken ship and look for the eel who 
lives in the entrance. Swim past him and return . 
to the surface. When you dive back down a 
second time, you’ll notice that the eel has 
left, allowing you to enter. Once inside, open 
the treasure chests in the right order and the 


ship rises to the surface. You have to leap 


* Don’t forget that you can get one star In each 
level for finding eight red coins, and one for 100 
gold coins (except In Bowser’s stage). 


from platform to slippery platform to reach 
the star on the other side of the ship. 
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This official seal is your 
assurance that this product 
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EARN YOUR WINGS. 



The world’s best, 
unofficial Nintendo 64 
Web site, brought to you 
by the world’s best 
gaming magazine. 


NEWS 


REVIEWS 



BACK 



■i« emetnber way back when we were just plain 
I'C old Game Players?Vie\\, you can relive those 
glory days by ordering our back Issues. You wouldn’t 
believe some of the crazy stuff we used to get away 


with! Ahhh, youth. Anyways, If you're Interested, just 
send us $5.95 per Issue (check or money order, US 
funds only, please) to Game Players Back Issues, 1 50 
North Hill Drive, Brisbane, CA 94005. Just think about 


the outrageous cash you’ll be able to get for a com- 
plete collection of old-style Game Players magazines 
In only a short couple of years — you could retire and 
just play videogames all day! 
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See anything you likef Don’t worry., it’s on us! 


U elcome, gamer! You have Just entered the ULTRA GP GameShop. Here you’ll find many exquisite items that 
we’ve coiiected from aii over the worid, from the top gaming districts of Japan, to our own Siiicon Vailey, 
We ’re here to offer ioyai UL TRA Game Players readers the chance to win loads of cool prizes each and every 
month. We seek out the hard to find collectibles, the stuff that the average gamer can’t get his hands on. We also 
offer many ways to win, so that everyone has a real chance to get in on the action! 


Music CDs 

(6 points/ 

H winners) 


HOU TO EflTER... 


It wouldn’t be fair to let just anyone enter our con- 
tests. We reserve the privilege solely for real 
hard-core gamers, and we weed out the casual 
players who Just want to clog up our mall bln with 
extra entries. So, to prove that you really deserve 
the cool stuff listed on the next few pages, we’re 
going to have to put you to the test. We’ve racked 
our brains to come up with 30 videogame- 
related trivia questions, ones that only 
serious gamers will know the answers to. Each 
correctly answered question will earn you one 
point, for a maximum of 30 
points for 30 correct 
answers. You can 
spend your points 
anyway you like 
— you can divide 
them up between 
multiple contests or 
blow them all on one 
big prize. The number 
of points needed to 
enter a contest is 
iisted next to the prize 
name. To enter a con- 
test (or contests), 
write down the con- 
test number{s) on a 



post card, along with the trivia answers to prove 
you’ve earned enough points (list the question 
number first, then the answer), and don’t forget to 
also answer our tie-breaker question, 
which will be used In the event of a tie. Send the 
post card to: 

ULTRA GP GameShop / October 
150 North Hill Drive 
Brisbane, CA 94005. 

All entries must be received by November 10, 1996. 
Winners will be notified by mail. Now get to it! 




Game music CDs are 

big business In Japan, and 
their composers are considered 
among chart-topping pop 
stars. Now you can jam to your 
favorite game tones, most of 
which have been rembced. 
Please specifly which package 
you’re entering for. 


Mystery Game 

(E points/LO winners 


* PlayStation game 
» Saturn game 

Here at ULTBA Game Players, we don’t pay a dime for 
our games — and now we’re passing the savings along to you! 
To win a free Saturn or PlayStation game, all you have to do Is answer two 
measly questions and drop a card in the mail. Don’t forget to let us know what 
format you prefer. We’ll chose the game, but we’ll try to pick you a winner. 


Packa^ A ^ 

• Final Fantasy (ffftestra 


* Yoshi’s Island 

* Super Donkey Kong 

* Virtoal-On Cybertroopers 


b 



Package B 

• Vlrtua Fighter fis 

• Tekken 2 remixes vol. 2 

• Klleak: The Blood 

• Virtoal-On Cybertroopers 

We’ve put together package A with the typi- 
cal Nintendo fan In mind, while package B Is 
more for the hard-core fighting fan. 
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Tekken S Print 

(E points/ID winners) 

These deluxe giant prints feature a beauti- 
fully-rendered scene of King In his church 
setting. Hey, this ain’t no 
cheap, tacky poster we’re 
talkin’ about here — the heavy 
paper stock means that you 
can hang it up In inlde, and 
the image is cool enough 
that you won’t look like 
some game nerd. 


One of the coolest things about going to Japan Is that you get to 
bring back tons of cool videogame art books. You Just can’t get this kind of 
quality stuff outside of Japan, and that’s a shame because these books are extremely well- 
done, and highly collectable. Inside of each one, you’ll find glossy full-color artwork and 
game images that are Just perfect for the hard-core gamer’s coffee table. Unless you can 
read Japanese, you won’t have a clue what’s being said, but who cares? 


Killer Instinct package 

(fi points/3 winners) 

» Kl Super NES game 
>Klhat 
• Kl T-shirt 

Okay, so KiHer Instinct 
is kind of an old 
game already, but 
for those of you 


who never managed to scam your own copy, 
now you can scam It off of us! Hey, we’ll even 
throw In a #0 hat and T-shirt so you can look 
stylin’ when you go to the arcade (just don’t lose 
while wearin’ ‘em — you’d never live It down). 


Motor Toon GP 


(S points/1 winner) 

• Motor Toon GP Japanese game / T-shirt 


It was an Injustice that the first Motor Toon GP was 

never released here In the states. It wasn’t the 
best game by any means, but it 
was still a pretty fun 
ride. Now that the sequel 
Is getting set to Introduce 
the series 
to American 
audiences, 
we’re offer- 
ing you the 
chance to win 
the original 
Japanese ver- 
sion of the 


Sega Art Books 

(fl points/l winner) 

• Sega Videogame classic lllustiaflons 

• VIrtua Fighter 2 Image collection 

• Vlrtual-On Cytiertroopers strategy guide / art book 


game, plus a 
limited-edition T- 
shlrL No Motor 
Toon fan should 
he without It! 




You are Mario. You’ve just reached the top of the 
Koopa Castle and found the Princess. Unfortunately, 
Bowser’s there, too. And he’s not fooling around 
this time. You notice several layers of dynamite 
strung around the princess, binding her arms. 
Tucked away in a far corner of the room you catch 


a glimpse of Toad, who has apparently gone into 
shock and is mumbling pure gibberish to himself. 
Bowser’s finger is on a remote detonator. The cas- 
tle is beginning to crumble. Your only escape is an 
open window on the far wall, but Bowser Is block- 
ing your way. In 30 words or less, what do you do? 
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Sony PlayStation 
Crash Bandicoot 
package 

(10 points/3 wimers) 


& 




• Sony PlayStation system 

• Crash Bandicoot 

• Crash T-shirt & Hat 


So you say you’ve got the blues because you 
can’t play Sony’s awesome new Crash Bandicoot 
because you don’t have a PlayStation? Weil, your 
friends at GameShop don’t like for you to have 
the blues. 



(10 points/3 winners) 

• Nintendo 64 system 

• Super Mario 64 

We’re not sure if any of you will really care, but what the heck, 
we’ve got three Nintendo 64’s Just cluttering up our office, and 
we’d love to get rid of 'em. While we’re at It, we might as well toss 
in a copy of Super Mario 64 with each one. Just so you’ll have 
something to play on It when you win. I mean, most people have 
never even heard of this thing. I hope you guys are interested... 



Sega Saturn & 
Ni^ts package 

(ID points/3 winners) 

• Sega Saturn system 

• Nights w/Analog Control Pad 

• Nights T-Shirt 

• Nights Cap 


If you don’t have a Saturn, you need one. With so many great exclusive 
arcade hits coming home for the holidays, you can’t afford to wait any 
longer. What’s that? You don’t have any spare cash right now? Not 
a problem. The friendly folks at Sega want to help you out Win our 
contest, and 


not only will 
you get a free 
Saturn, but you’ll 
also get a special 
Nights package! 
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SF package A 

(5 points/1 winner) 

• Street Fighter Zero 2 strategy guMe/art book 

• ChuiHU playing cards 



Even though the text Is In Japanese, this Street Fighter Zav 
(Alpha) //strategy guide Is chock-full of full-color, step-by-step 
graphics and great SFIIIusbatlons from the famous Capcom art 
staff. Also included In this package Is a cool deck of Street 
Fighter pla^nq cards, featuring the lovely 
Chun-U. It even Includes the 
controversial shower scene! 



SF package C 

(fl points) 

• Capcom Illustrations art book 

• Street Fighter II itnimated Movie art book 


Our very own Chris Slate Is a proud owner of a copy of the 
Capcom Illustrations book, and he gives it his highest 
reccomendation. If you like the Sheet Fighter art style, or are 
Just a big fan of Capcom’s games, you’ll go absolutely bananas 
over ft. Also Included Is a SF comic, based on the hit Japanese 
animated movie. 




These little things are Just too cool! 

Straight from Japan and extremely hard 
to come by, we’re offering five full sets of 
these keychains to only the most dedicated 
Street Flgh^taruMcs. 




Street Fidhter 
Alpha E Coin-Op 

(IS points/l winner) 


Tills Is It, fellow gameis, the ultimate prize for the month of October — your 
very own Street Fighter Alpha 2arcade machine!!! Now, we’d lust love to 
koep this one ourselves, so don’t feel like you havo to enter right away, or 
anything. Just take your time and let us have our fun. 
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CHRIS MIKE BILL PATRICK ROGER 


ljelcohe to 

NETldORK 

Boot up, dial in and iog on — 
it’s time to ioad up this 
month’s Network! This is the 
place where you can hook up 
with ULTRA Game Players writ- 
ers, industry experts and play- 
ers worldwide and taik shop. 

We’re 100% about 
videogames — you won’t find 
any other fluff in here taking 
up space. If you have any com- 
ments, compliments, criticisms 
or complaints, we want to hear 
about it. Just drop us a line at 
the address below. Now let’s 
talk games! 

ULTRA GAME PUYERS 
150 North Hill Drive 
Brisbane, CA 94005 


THE BEST GAME? 

• I’d like to know what the criteria is 
for a game getting the hallowed 
100% (besides being a great game). 
What I mean is, can one reviewer 
make the 100% call, or would every- 
one (including Bill) have to be in 
agreement? I ask this because I'm 
getting the feeling that Mario 64 is 
going to be the first 1 00% rated 
game. I say this not from personal 
experience, but from the general 
feeling I’m getting by the way every- 
one at Game Players is falling all 
over this game. I ask this only out of 
curiosity (I personally believe that 
VF 2 should have gotten 100%, even 
though I own a Playstation). 

Richard D Ferry 
rickf1@juno.com 

<«CIIi1lr'lS>» Well Richard, as you 
can see for yourself on page 86, 1 did 
indeed give Super Mario 64 a perfect 


score of 10. However, that decision 
wasn 't without its fair share of contro- 
versy here at the office. Whiie most 
everyone agrees that Mario is the best 
game they’ve ever seen, the real debate 
is weather or not any game can truly be 
considered ‘perfect’. My take on it is 
this: sooner or iater a game will come 
along that will raise the bar even higher, 
but for rigid now there just isn ’t a better 
game than Mario. Every aspect of that 
game is just awesome. So. does that 
mean that there wasn't a single thing in 
the game that couldn't have been done 
better? Probably not. But realistically, in 
comparison to everything eise that's out 
there, this game is king of the hilt. 

HE READ OUR MINDS 

• Hey, you know what I’m thinking? 
Put your mag (the best mag) on CD. 
Just think about that. You could put 
motion pictures of videogames on it. 
Parts of interviews could be on it. All 
the things you can think of could be 
on it (including Bill’s imaginary 
friends)! Your mag would go from 
‘superior’, to becoming the ‘god of 
all mags’. You could still make a 
separate magazine for the people 
without CD-playing computers. This 
would be the future of gaming info! 
Jason Schildt 
Fort Atkinson, Wl 

You read our minds, 
Jason! Starting next month, ULTRA 
Game Players will come packed with a 
disc loaded with high-quality movies of 
all the hottest games coming down the 
line. You can also look forward to future 
industry interviews, interactive strategy 
guides, and lots more. And for those of 
you who don’t have access to a com- 
puter, don’t worry — we’tl still be offer- 


ing copies of the mag without CD. It’s 
about time somebody thought of this, 
don't you think? 

FAVORITE THINGS 

• I own a Genesis, a Sega CD and a 
32X. I hate it that every time I read 
about a game for both Sega and 
Nintendo, it says that Nintendo’s 
version is better. I understand that 
most games are. Some are better on 
the Sega, but they still get rated 
worse than Nintendo. Don’t get me 
wrong, I like the Super NES and 
Nintendo, but I think it’s unfair. Also, 
you say that SegaCD and 32X are a 
waste of money. I love them and 
play them more than the Genesis. I 
know most games for them are less 
than perfect, but they’re as fun as 
heck. The graphics don’t matter 
(unless it’s so blurry you don’t see a 
darn thing). What matters is the 
gameplay. Sega is putting fewer 
games out for these systems, but 
the ones they are putting out are 
awesome. One last thing — if you 
rated Wing Commander ior SegaCD, 
what did you give it? 

Jason (Bogey) Bogavich 
Canal Fulton, OH 

«<|Roqeir»> Okay ‘Bogey’, I was 
going to overlook the nickname thing, 
but when you stated that you still play 
your 32X and Sega CD, you lost all 
credibility. Face it Jason, you’re still in 
the denial stage of having followed 
Sega’s yellow brick road to Crap City. 
Graphics may not be the most impor- 
tant element of a game, but if they did- 
n’t matter at all, we’d all still be playing 
Pong. Seek some professional therapy 

...CONTINUED ON PAGE 144 


5r1ac^ 



Is Super Mario 64 really the perfect game? Can any 
game, no matter how good, hnly be considered 
‘perfect’? See Richard Ferry’s letter... 
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Where Are The Games? 

>» Crono 

Nintendo has done well with hard- 
ware. but what about games? I dis- 
like Sega, but it has done a better 
job of putting out Genesis titles 
than Nintendo has done for the 
Super NES. However, when the . 
games do come out, Nintendo’s 
seem to be much better quality. I 
plan to buy an N64. but if the 
games are not there, then there will 
be no point. 


Wrong 

»> Drew 

First off. it's Genesis that has the 
most games. Also. It was Sega who 
dominated, not Nintendo. Also. 

RPGs are a big market and getting 
bigger everyday. I also think that 
there isn’t enough games for the 
Nintendo 64. 1 mean, all the good 
games won’t be out until Christmas 
except Mario. I'd get a Saturn. 


Don't be so impatient 

>» Nintendo Loyalist 

Nintendo made all 
those delays so 
that they can make 
a quality system 
and quality games. 
As for the price, I 
know that Nintendo 
makes quality games and I'm will- 
ing to pay its prices. 


Well... 

>» Giant Robo 
Some people 
accuse Nintendo 
of not having 
many titles. Weil, 
the system is only 
three weeks old. How many titles 
did Saturn and PlayStation had 
when they came out in Japan? The 
SuperFamicom, the system with 
the greatest library in the history of 
console gaming, had only four 
games at launch. So you are 
worrying about nothing. 


What people are 
talking about at 
Ultra GP Online... 


They are there 

»> Samuel E. Jones III 
The games are there. While you are 
busy trying to find all of the secrets 
in standard-setting games such as 
Mario 64 or Pilotwings 64. Nintendo 
will come up with more hits. 


Got something to say? We want to hear it. Send us an 
e-mail or drop a letter in the mail today. You may end 
up getting printed in a future installment of Network! 


Quantity AND Quality 

»> Sony Fan 

Would you rather shell out $250 
for an N64 AND S80+ for each 
k of the three ‘quality’ games, or 
\ S199 for a Playstation and 

\ 1 50 titles for $40-S50 each? 

I Mario just can't compete to 

I Tekken or Twisted Metal, 

j even if he is In the third 
I dimension as well. 


LET 

YOURSELF 
BE HEARD! 


Don’t Just read about it, do it! 
Dial up ULTRA Game Players 
Online at the URL above and Join 
in tbe fun. Click an the ‘Talk’ 
icon, and voice your opin- 
. ions, trade Ops, or Just 
\ listen in. A 


ULTRfi GFIMe PLflYeRS ONLING 


l-a Can Nintendo’s three game launch library 
compete with such hits as Twisted Meta! at 
Iffrfua Cop? Sony Fan Isn’t so sure... 
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ASK THE 
BIG BOYS! 


Do you have someUiing to say 
about a particular game 
company? Say it to their face! 
Write up your question and 
send it to the usual address, 
c/o Ask The Industry. 


Ask The IncJMshioi 


PlayStation Problems 

It’s official! Sony PiayStations do 
suffer from overheating problems. 

I purchased my PlayStation on its 
debut September 9, 1995. Overtbe 
past month or so, I started having 
problems with the audio and video 
breaking up and at times tbe 
machine would lock up and not 
allow me to continue piay without 
turning It off for a while. I contact- 
ed Sony’s customer service 
department and „ 

the conversation YOU S 

was quite informa- nUBStii 

five. The firsf ^ 

words out of the experts 

customer service 
rep’s mouth were ‘The Sony 
Playstation relies on air circulation 
for cooling. There are no cooling 
fans or other internal devices to 
provide cooling’. I was asked 
about where I keep my 
PlayStation? When I told the cus- 
tomer service rep that my 
PlayStation sits alone on a shelf in 
an open entertainment center, he 
told me I needed to take it out and 
place it in the open. I immediately 
thought ‘What kind of bull is this?’ 

I must say Tm disappointed with 
Sony. I’ve always considered their 
products to be tbe best, but it 
appears that this standard of qual- 
ity does not extend to the 
PlayStation. Luckily, the store I 
purchased my PlayStation from 
replaced it. This kept me from 
having to spend around $150.00 to 
have my machine repaired since 
the 90 day warranty had expired. If 
Sony really believes in tbe quality 
of tbe PlayStation, I think they 
should offer a one year warranty. 
Don’t get me wrong. I love my 
PlayStation (when it works proper- 
ly). My only advice to anyone 
thinking of purchasing a 
PlayStation is... KEEP 
YOUR RECEIPT!! 

Steve Tonker, 

Atlanta, GA 


You ask the 
questions, the 
experts answer 


Thank you for providing Sony 
Computer Entertainment 
America (SCEA) the opportunity to 
respond to your consumer con- 
cerns. SCEA stands behind its 
products and services with profes- 
sionalism, quality and integrity. 
Sometimes we find that a con- 
sumer’s system is located in an 
area which impacts Its ability to 
properly dissipate heat, such as sit- 
ting on carpeting or a sofa. In this 
case, we believe 

k the the symptoms 

they are having 
ns, the are caused by a 

answer buiidupofheat 

Within their 

PlayStation. Inside the instruction 
manual packet consumers receive 
when they purchase the 
PlayStation, there is an insert enti- 
tled important Safeguards. Listed in 
that insert are a few tips regarding 
the installation of their system. If 
the instructions on this insert are 
not followed, the system may be 
more vulnerable to overheating, 
which could have something to do 
with the symptoms they may be 
experiencing. As to PlayStation’s 
having other Issues, we ask that 
the consumer call our toll-free con- 
sumer service line at 1-800-345- 
SONY (7669) so we can properly 
troubleshoot the system. Each 
PlayStation game console is trou- 
bleshot on an individual basis. 

— Andrew House, VP of Marketing 

Faulty Games? 

1 am pissed off at Capcom. I have 
bought Resident Evil, for the 
playstation four times. Each of 
these were bought at different 
locations. AH four of them were 
scratched. I was very careful with 
them so it was not my fault. Is 
there a problem with the game in 
general, or is It just bad luck??? 
Help me!! 

Jeffrey Richek; 

James Island, SC 

This problem has not been exclu- 
sive to Resident Evil or Capcom. 

The latest release of Resident Evil 
is shipping In the new Sony jewel 
case packaging, if the CD 
i comes off the spindle in the 
\ jewel case, there is no room 
\ for It to shift around or 

1 become scratched. 

I — Chris Jelinek, 

I Operations Manager 


...CONTINUED FROM PAGE 142 

and you will see that there games 
available now that both look great and 
play great. 


HEWAim‘EMBOTH! 

• Recently, I heard news that 
upset me — the Nintendo 64 can’t 
play Super NES games! Nintendo 
should make the N64 downgrad- 
able. For first-time system buyers, 
they can experience awesome 16- 
bit games such as Donkey Kong 
Country 2, Super Mario RPC, etc. 
on the system, as well as Its up- 
coming 64-bit hits! And for Super 
NES veterans like me, I won’t need 
two systems hooked up to my 'TV 
at once! I don’t want to abandon 
my 16-bit games even after the 
N64 comes out, and I don’t want 
to have to hook two systems up to 
my TV at once! 

N!ntendo Fan 
Haze!wood, MO 


«<rlnikB»> Would you like to 
pay $250 for an N64, or would you 
rather pay $350? That’s about how 
much Nintendo would have to charge 
if the N64 were to be downgrade- 
able. The N64 hardware is completely 
different than the Super NES, and the 


only way to allow it to play those 
games would be to build a Super NES 
in the same cabinet. Sorry, you're just 
going to have to get used to having 
two systems hooked up to your TV. 
And is that really so bad? 


THEY HAD rr COMING! 

• You guys have a mag where bad 
games get the reviews they reaily 
have coming to them. In your May 
Issue, you gave Spiderman: Web of 
Fire a 36%. It’s about time some- 
one telis the software company 
losers what to do with this half- 
baked garbage. Some other game 
mags give bad games a good side 
they just don’t have. 

Jeremy Hili 
Warsaw, VA 

«<c:hiris»> 

Trust us, there’s nothing that we hate 
more than having to review a bad 
game. I mean, if you try out a game 
and don’t like it, you can Just put it 
down. But we still have to play it over 
and over, putting it through its paces 
to find out Just how bad a game it 
really is. You can bet that after a 
game puts us through that much hell, 
we’re gonna dish some back. 
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As arcade machines, they inhaled all your 
pocket money. It's time to get even. 
You're older now, faster, better. 
Now you can bring these classics 

home and challenge them all over again. 
And no one will see if they still whup you. 


Black Pearl Software is a trademark of 
T«HQ. Inc. All titles are trademarks or registered 
trademarks of ttieir respective compantes. All rights reserved. 
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The Jaded Gamer appears 
courtesy of the Brisbane 
Home For The Tiwisted And 
Bitter. JG’s views do not reflect 
reality in any sense of the word. 
His wardrobe is provided by 
whoever makes those 
lockable, canvas tuxedos. 
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Mario, Schmario! I’m getting so fed 
up with that little Italian plumber that 
every time he blurts out ‘Hey, itsa 
me, Mario!' my stomach blurts out 
something that tastes like two-day- 
old pepperoni pizza — and I don't 
eat pepperoni pizza!!! 

Yeah, yeah... I can hear you all 
asking ‘What's the 

matter, JG? Can't Mali 

quite beat that ramhlin 

Snowman level?’ ramPIIIl 

Weil, that's not it at thO Ifld 

all. And I'm sure that, 

some day. I'll beat play6' 

that level easily. But 

what really bugs me about the little 

guy in the red cap Is that no matter 

how many times he comes out with 

a new game, it's always the same. 

He's always running around, gather- 
ing up all the moolah. The Mario I 
remember wasn’t the money-hungry, 
BMW-driving Mafioso he is today. 

When I first saw Mario, he 
was a young, idealistic upstart. All he 
really cared about was saving his 
high school sweetheart from the evil 
clutches of that mangy monkey. 

Those were the days! You’d see 
Mario everywhere... jumping over 
flaming barrels, clinging precariously 
to dangling girders, and doing it all in 
the name of love. 

I thought to myself. ‘Now 
there goes a young man with his pri- 
orities set right!’ But somehow, 

Mario changed... 

Gone is the young plumber 
with a weakness for hammers. All 
that’s left is a greedy Goomba, 


Malicious 
ramblings from 
the man who’s 
played it all 


gathering up every coin he can find. 
Mario may have a heart of gold, but 
now I know how it got that way. 

Now the little wiseguy Is 
back, on the Nintendo 64, of all 
things. And just what does this do for 
Mario? Well, I'm here to tell ya that 
the Mario Mafia has spared no 
expense to make the Little Don look 
great. Really great. 

You want floating cameras? 
The game's got the best that Mob 
money can buy. You can change the 
view from ‘up close and personal’ to 
an angle any tone gunman on a 
grassy knoll would appreciate. Why 
go through all the trouble of 
installing a state of the art camera 
system like this? It’s simple — to 
keep an eye out for 
ous the law! I'm sure the 

I FBI has long been 

S TrOlfi wondering about 

who’s Mario’s apparently 

endless wealth and 
ll Oil his nonexistent 

means of support. 
With a great camera setup like he’s 
got, Mario would always know when 
the heat was on. So, when the law 
comes snooping, Mario just stands 
around, whistling. As soon as the 
Feds leave, WHAM! It's back to gath- 
ering up all his ill-gotten booty! 

‘Oh, Mario could never be 
associated with the Mob!’, you say. 
‘He's never taken anybody for ‘A 
Ride’ or given anyone a ‘Cement 
Overcoat!’ ARE YOU BLIND? Just 
what do you think happened to all 
those poor, defenseless Koopas? 
There they are. just minding their 
own business, when along comes 
Mario, and, before you can say ‘Hey, 
wait, don’t kill me!', another Koopa Is 
sleeping with the fishes. 

And another thing: as if grab- 
bing all the gold and bumping off 
people who get in his way wasn’t 
enough. I’ll let you in on another 
secret — MARIO CHEATS! You heard 
me! He’s never won a race fairly in 
his life! Just ask the Penguin, or the 
Snowman; they’ll tell you! THOSE 
RACES WERE FIXED!!! 

So you should think twice 
before you plunk down your hard 
earned dough for Mario's latest 
adventure. Sure, it’ll be fun, 
and sure, you’ll have a great 
time, but so will the Mario 
Mafia. They’ll laugh all the 
way to the bank! 


1 An early, 2D Mario takes to the skies! Notice 
the nondescript sky and flat landscape. 

2 And here’s Mario the way we ail saw him in 
our dreams; as real as you and me! 


rhe Jaded Samer 


TOUGH QUESTIONS 


• I’d like to start out by saying that 
your coverage of the Show was 
excellent. I am a proud Saturn 
owner who has considered selling it 
to buy the Nintendo 64, but on the 
other hand, I want to keep it 
because some future Sega titles 
look promising. By answering these 
questions you could help me make a 
better decision: 

[1] You say that Sega’s Model 3 
board is the most powerful arcade 
board of all time’ and the Nintendo 
64 is the most powerful home 
videogame system’. Which one looks 
to be better in terms of graphics and 
speed? Are they at all similar? 
Maybe almost equal? 

[2] I have seen the progression of 
Waverace 64 in your magazine for 
the past couple of months and my 
question is, did Nintendo somehow 
turn the ‘old’ WaveRace 64 into 
F-Zem 2 ami develop the ‘new’ 
WaveRace 64 from scratch? 

[3] Taking everything into consider- 
ation (i.e. hardware, software, mar- 
keting, third-party development, 
etc.), which system do you think will 
be the most dominant in the next 
year or so: Nintendo 64, Saturn, 


PlayStation, or 3DO/M2 ? 

[4] Are you planning on buying a 
Nintendo 64 ? 

I understand that these are 
very hard questions and I know you 
have a very busy schedule, but you 
guys are the videogame experts and 
I’m counting on you. Take your time 
answering them and e-mail me back 
whenever you get a chance. 
Mellongi ca@aol.cam 


«<lTllkB>» [1] The Model 3 arcade 
board Is more powerful than several 
N64s put together. See, coln-op manu- 
facturers have few limitations, while 
home systems have to keep a low price 
point We won’t see a home console as 
powerful as the Model 3 board for a 
long, long bme. 

[2] From the rumors we’ve been hear- 
ing, that is exactly right F-Zero 64 won’t 
be on water, but other than that it looks 
identical to the early version of 
Waverace 64. 

[3] With the marketing muscle of Sony, 
tSega’s arcade hits, and the amazing 
power of the N64, it’s going to be a real 
tight race without any one single domi- 
nant company. I see Sony leading the 
way for now because of the number of 
games and marketing dollars. 

[4] Buy a videogame system? Are you 






^ SURFEP ^ 
ANY GOOP NEB 
SITES LATELY f 


Drop us an e-mail with the URL 
and let us check it out tor our- 
selves. if we feel that its creator 
has gone above and beyond the 
call of duty, we’ll 
feature the page in a 

future issue! / 


News content doesn’t go into Information on games in 
too much detail, but it is development is 

timely and concise. surprisingly plentiful. 


of Mae mokirta 


Dustin’s Sega Saturn Page 
http://www.erols.com/rdustjn/saturn/saturn.html/ 


Dustin’s Sega Saturn Page was a 
hands-down pick by the ULTRA 
GAME PLAYERS staff for our first 
monthly look at fan-created 
videogame web sites. The fre- 
quently-updated site features 
timely, accurate, and comprehen- 
sive information on Saturn games 
without inundating visitors with 
fancy features that take forever 
to download. 

Most of the information on 
the site is gathered from other 
internet sources or videogame 
print magazines, but on occasion, 
Dustin has been known to get 
stuff before the majority of his 
‘professional’ competition does. 
His previews feature a nice vari- 
ety of screen shots, and the 
entirely text-based reviews are 
well written, with well-balanced 


DespHe its violent overtones, girls dig Resident Evil, But 
what other good female games are there? Laurel Hill 
wants to know... 


crazy? Those things cost too much 
money! Besides, we get ‘em aii for free! 
I iove my job. 


GAMER GAL! 

• I’m a new subscriber and female. 
Also, I’m in the ‘over 30 years old 
range’ — actually, 35. Anyway, I’m 
wondering why I’m in such a minori- 
ty. There are no readers (and piayers, 
for that matter) my age and sex. I 
mean, i think it’s great to sit and piay 
Resident Evil (my fave at the 
moment) and other adventure 
games, on my PiayStation. i know a 
few men my age that play, but no 
women. C’mon galsl Get into it! i’ve 
aiso just ordered Kings f/e/d through 
an ad in your mag — any opinions 
wouid be appreciated. PS — Mike is 

totaiiy hot! 

Uurel Hill 
New Orleans, LA 

«<(TllKls»> It’s great to hear that 
me have some older (not old, just ‘more 
mature') female gamers out there. I per- 
sonally think that many momen would 
enjoy games like Resident Evil, but they 
just aren’t exposed to them. I mean, 
anything’s got to be more entertaining 


opinions. Round out the site with 
an extensive collection of cheats 
and links to other sites and 
Dustin's Sega Saturn Page offers 
superior content in a straight for- 
ward and user-friendly manner. 
Everyone be sure to check it out, 
and let Dustin know what a great 
job he’s doing! 


Dustin’s Sega Saturn Page 
emphasizes content over elab- 
orate design characteristics. 


than Ricki Lake (I know, bad joke!). As 
for King’s Fieid, / think you’ll really 
enjoy it. It’s a deep adventure that real- 
ly gets you exploring. 

GAMES FOR GIRLS 

• Simple question — can you sug- 
gest any games that a female would 
be interested in playing? All games, 
whether action, adventures or 
videos, seem to cater only to the 
male gender. I love playing games, 
too. Do you have any suggestions? 
TPumph6860@aol.com 

«<lTllkE»> It’s true that 
videogames are developed and market- 
ed towards males, because that’s who 
buys the games for the most part. 

Some feeble sexist efforts, like the 
Barbie game, were an insult to female 
gamers. My suggestion is to check out 
games like Nights, Mario, Crash, and 
RPGs which focus less on testosterone- 
filled explosions and more on good, 
solid gameplay. In the end, a good 
game is a good game and should be 
capable of entertaining both males 
and females. 


Reviews are completely text- 
based but are well written, 
thorough, and accurate. 


Dustin’s cheats section for the 
Saturn is one of the better 
ones out there. 


IsSJinsfin’s clean layouts and large screen 
sfeS^BOly reflect the time and effort he puts 


ht:t^ //www.ull.cagy^<tom 
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1-2 Tekken 2 just happens to 
be Sean Stover’s favorite game, 
and who can blame him? Just 
check out those beautiful screen 
shots! Of course, these pics don’t 
make us want to go out and start 
making our own hats... 


THE SHOW 
MUST GO ON! 

• Here is a serious issue for the 
magazine, if you are not aiready 
aware, an extremeiy good anime 
show, Sailor Moon, is going to be 
canceiled! The oniy group work- 
ing to stop this is the Save Our 
Saiiors (S.O.S.) group at 
http://iooney.physics.sunysb.edu/ 
-daffy/sos. Unfortunately, right 
now we don’t have much publici- 
ty. So please, as a favor to one of 
your dedicated subscribers, print 
this letter in the mag or put 
something on your website or 
something! This show can’t die! 
The Amazing Maxout 
fgarber@shore.net 

«<CIht‘lS»> To tell the truth, I’m 
usually at work before this show 
comes on in my area. Stiii, you’ve 
gotta appreciate a show based on 


support 

}ur 

tailors 


support 

Jur 

lailgri 


1 Sailor Mom — high school hwior stu- 
dent, supei^hero. 2 Drop by the S.O.S. 
(Save Our Sailors) website at 
http://looiiey.physics.sunysb.edU/-datfy/s 
os and lend a hand. 
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high schooi girts who take time off 
from homework to save the wortdiAtt 
of you anime fans out there, ietyour- 
setf be heard! 


CARJACKER 

• First, I want to say that Game 
Players magazine is the best game 
magazine of all times. Second, I 
have some questions for you; 

[1] In the June 1996 issue I saw a 
game in your previews section 
called Grand Theft Auto ior the 
Saturn. Do you know the release 
date and the price of it? 

[2] Do you know any codes for 
Grand Theft Auto? For instance, the 
secret that lets you stop at a donut 
shop, ‘Going on the take’, or any 
other hidden tricks? If so, will you 
give them to me? 

[3] Do you have any scenes for GTA 
(Grand Theft Auto)? (Even if they 
don’t show much). 

[4] Is the Saturn ever going to 
have Twisted Metal? If so, when? 

[5] Do you have any codes for 
Destruction Derby tor the Saturn? 
Justin Sutton 

Fort Worth, TX 

«<rinike»> [1] That game has 
been pushed back by BMG, and may 
not come out at all in the US. As soon 
as we hear an update we’ll be sure to 
let you know. 

[2] No, but we do have some nice 
fictional codes for the in-house 
BoboSoft production o/ Rogue Cop. 

[3] Yes, I’ve got a scene for you, ‘The 
game isn’t coming out anytime soon, 
if at alii’ 

[4] No, Twisted Metal is a Sony 
first-party game that isn’t coming to 
the Saturn. 

[5] Bead the codes section. This is the 
letters section, where we answer 
questions. This isn’t the codeline. 


WRONG ADDRESS 

• What is wrong on the World Wide 
Web? I tried to open up your 
address (www.gameplayers.com) 
and the thing just showed me the 
words ‘Game Players’. What hap- 
pened? I’ve been trying to get the 
tips and old reviews that I’ve been 


Will BMG’s Grand Theft Auto ever be made, or Is It doomed 
to production limbo? ‘Quick-Stait’ Sutton wants to know... 


wanting to see, and I get this! I a!so 
tried your other address that was in 
a 1995 issue, (www.gameplayers 
.com/gp) and that just booted up a 
file with pictures and a parent 
directory. Print this in your next 
issue so I can see your site. PS — 
Forget the cards saying ‘We’re too 
busy now’, OK? You print other peo- 
ple’s, but not mine. 

Joshua Martz 
R. Carson, CO 

«<IRQ@(bIR»> Just like your 
favorite videogame mag, the Game 
Players web site has gone ULTRA too. 
The site had been under a major 
redesign and re-launched on July 4. if 
you haven’t already visited the 
redesigned site, stop by and take a 
peek at all the cool stuff The address 
is still WWW. gameplayers.com, or we 
can also be reached at 
www.ultragp.com. I like to describe 
the experience as ‘100% hyper- 
exciting visual’. 


TEKKEN IT 
TO THE LIMIT 

• I really love fighting games, and I 
believe that Tekken is the best 
fighter ever invented. I just go to 
the arcade to kick everybody’s butt 
at Tekken 2, and let me just say that 


I have yet to find someone that can 
beat me in a match. I have the first 
one for my PlayStation and I’ve fin- 
ished it with Heihachi in Ultrahard 
mode in 2’36”58, and I can’t wait 
until Tekken 2 is out for 
PlayStation. My main reason to 
write this letter isn’t to gloat, but 
to ask you dudes if you know if 
there is going to be a Tekken 3 and 
if so, when it is hitting the arcades. 
Thank you for taking the time to 
read this letter and please print it 
and reply. Keep up the good work! 
PS. — You can tell who I am when 
you see me in the arcade with my 
home made Tekken hat on. 

Sean Stover 
Chesaning, Ml 

«<IEILU»> Well, Sean, i don’t 
want you to think we’re being 
alarmed or anything, but you seem to 
be a little obsessed with Tekken. I’m 
also sure that gloating was the last 
thing on your mind, even though your 
exploits take up a good two-thirds of 
your letter. You’ll be pleased to know 
that Tekken 3 is nowin develope- 
ment, but we’re not sure when the 
game will make it to the arcades. But 
the part of your letter that really wor- 
ries us Is the bit about the ‘home 
made Tekken hat’. Why didn’t you Just 
get a regular store-bought one, like 
the rest of us? 


v:;' 4 i : i 
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VIDEO GAMES 


Call NOW to Order CHIPS & BITS inc 


Source 10762 


B 802-767-3033 


FOB 234 Dept 10762 
Rochester VT 05767 
Int’I 802-767-3033 Fax 802-767-3382 

Orders/Questions: cb\sa\es@sowr.nel 
Customer Service: cbiserv@sover.net 



'SHINING WIS- 
DOM’ Long ago, 
The Dark Titan rose 
from the abyss and 
nearly destroyed all 
Palacia before 
being bound by 
magic. Now, the 
Black Elf is schem- 
ing to rule the 
world by returning 
him from the 
depths of the 
abyss! SAT $52 


‘ASCII VOR- 
TEX ANALOG 
CONTROL- 




LER’ Analog 
controller 
with preci- 
sion technol- 
ogy, rugged 
steel control 
stick and 
base, high 
tech 8 button 
layout, ABS molded handgrip for an ergonom- 
ical fit and 7 foot cord. $52 



‘NHL POWERPUY 
96’ features state of 
the art 3-D technolo- 
gy, a new standard of 
artificial intelli- 
gence, high produc- 
tion, broadcast quali- 
ty audio and graphics 
and maximum con- 
trol over game play. 
The only game vrith a 
full selection of offen- 
sive and defensive 
plays! PSX$52 
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“SUPER MARIO 64’ Mario goes 64-bit! His updated 
look is a rendered 3D image with texturemapped 
polygons. He’s now able to slide and hang on 
as he explores new landscapes. NIN 64 $69 


“i 


in 


111 

it i' 

z 




w 



m 


‘SONIC BLAST’ 

Now, Sonic and his 
world are 3D thanks 
to super fast SGI 
rendered graphics. 
The evil genius 
Robotnik is after 
the Chaos Emeralds 
and it’s up to Sonic 
to stop him. It 
won’t be easy, but 
Sonic has new 
power ups and spe- 
cial moves! GEN $52 



■STAR WARS SHADOWS OF THE EMPIRE’ 

Smooth play control is surrounded by amaz- 
ing and highly detailed graphics featuring tex- 
ture mapped 3-D polygons! NIN 64 $69 
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■ULTIMATE MORTAL KOMBAT 3’ Shao Kahn 
has entered the earth realm to punish humans 
and wrench their souls, 

GENESIS $69 SATURN $58 SNES $71 



■X-MENi CHILDREN 
OF THE ATOM’ The 
most popular X- 
Men train for head 
to head combat by 
using Professor X’s 
invention of the 
“Danger Room.” 
There, the X-Men 
spar against each 
other or face phan- 
tasms of their 
most infamous 
enemies. PSX$52 



■DRAGON FORCE’ 
The world of 
Legendra has fallen 
preytotfie frightening 
reign of Madurk. His 
unquenchabie thirst 
for power has 
replaced tranquillity 
with terror and honor 
with treachery. Alas, 
the solitary hope for 
redemption has been 
reduced to 8 powerful 
warlords! SAT$48 



■BATTLE ARENA 
TOH SHIN DEN 2’ 

Choose your 
weapon and do 
battle against the 
greatest warriors 
of the world! 
Each martial arts 
fighter has been 
p e r s 0 n a i I y 
selected to repre- 
sent his or her 
special tourna- 
ment. PSX $48 



‘MARVEL SUPER HEROES: WAR OF THE 
GEMS' Choose your favorite Marvel charac- 
ters and battle Thanos, the most dangerous 
villain In the Marvel Universe! SNES $54 



■NIGHTS’ 


Combining the 


dynamics of a 


flight simulator 


with the speed of 


a racing game. 

Jj 

Nights propels 


gamers into a 


truly amazing vir- 


tual dream land 


filled with real 


time worlds and 

u) 

psychedelic char- 


acters. SAT $46 


■ NINTENDO 64 

■ PLAYSTATION | 


1 

1 PLAYSTATION 

Nintendo 64 Syst $249 

Playstation Sys : 

$219 

Duke Nukem 3D 

$52 

NHL Face Off 97 

$52 

N64 Controller 

$29 

PSX Analog Joystick 

$59 

Escape from LA. 

$54 

NHL Hockey 97 

$50 

Cruis'n USA 

$69 

ASCII Vortex Controller $52 

FIFA Soccer ‘97 

$51 

Need for Speed 

$54 

Donkey Kong Fantasy 

$59 

3D Ultra Pinball 

$46 

Fade to Black 

$52 

PGA Tour ‘97 

$50 

Doom 

$69 

7th Guest 2 11th Hour 

$52 

Final Doom 

$52 

Project Over Kill 

$44 

Ken Griffey Jr BasebI 

$69 

A-Train 

$44 

Formula 1 Wrid Champ $52 

Quake 

$54 

Killer Instinct 

$79 

AD&D Iron & Blood 

$52 

Ghost in the Shell 

$52 

RayMan 2 

$54 

Mission Impossible 

$69 

Aaron vs Ruth 

$54 

Heart of Darkness 

$54 

Rebel Assault 2 

$52 

Mortal Kombat Trilogy 

$69 

Aeon Flux 

$54 

Here's Adventure 

$52 

Resident Evil 

$52 

Pilot Wings 64 

$69 

Alone In the Dark 

$44 

Hexen 

$52 

Return to Zork 

$46 

Robotech Crystl Dream $69 

Andretti Racing '97 

$51 

Hyperslam; Wrestling 

$46 

Ridge Racer Revolutn 

$46 

Star Wars Shad Empire $69 

Arc the Lad 

$52 

ID4:lndependence Day $52 

Samurai Showdown 3 

$52 

Super Mario 64 

$69 

Arcade Classics 2 

$48 

Ironman/XO 

$50 

Scorcher 

$52 

Turok Dinosaur Hunter $69 

Area 51 

$52 

Island of Dr. Moreau 

$52 

SimCity 2000 

$46 

War Gods 

$69 

Batman Forever Arcade $44 

Jumping Flash 2 

$50 

Soul Edge 

$46 

Wave Race 

$69 

Battlestations 

$52 

Killing Time 

$44 

Star Trek Generations 

$52 

Wayne Gretzky Hockey $69 

Beyond the Beyond $52 

King of Fighters 

$52 

Street Fighter Alpha 2 

$52 



1 Big Bass WrId Champ 

$52 

Kingdom 0’ Magic 

$52 

Syndicate Wars 

$52 

■ GENESIS 


Birthright 

$46 

Kings Field 2 

$54 

Tecmo Super Bowl 

$59 



Blade Runner 

$54 

Kumite; Fighters Edge 

$52 

Tekken 2 

$44 

Gen. Nomad Sys. $179 

Bogey Dead 6 

$52 

Legacy of Kain 

$52 

Tobal No. 1 

$52 

Bass Masters Classic 

$29 

Breath of Fire 3 

$52 

Legends Football ‘97 

$52 

Toh Shin Den 2 

$48 

BraInDead 13 CD 

$29 

Bubsy 3-D 

$52 

Lemmings 3D 

$52 

Tokyo Highway Battle 

$52 

College FB USA ‘97 

$56 

Castlevania Blooditng 

$42 

MLP Pennant Race $52 

Tomb Raiders 

$52 

Dragons Lair 2 

$52 

Chronicles o1 Sword 

$44 

Mad Catz Analog Steer $69 

Twisted Metal 2 

$52 

Eternal Champions CD $22 

City Lost Children 

$52 

Madden Football 97 

$56 

WWF:ln the House 

$52 

FIFA Soccer ‘97 Gold Ed$56 

Clandestiny 

$54 

Magic the Gathering 

$52 

War Gods 

$52 

Lords of Thunder 

$34 

ClayfighterS 

$54 

Marvel Super Heroes 

$52 

Warhammer: Horn Rat 

$50 

Lunar 2 

$49 

Contraiegacy of War 

$52 

Mechwarrior 2 

$49 

Werewolf Apocolypse 

$52 

Madden FB ‘97 

$59 

Crash Bandicoot 

$52 

Mtll Kombt Trilogy $52 

Wetlands 

$52 

NBA Live 97 

$56 

Criticom 2 

$54 

Myst 

$50 

Wing Commander 4 

$56 

NHL Hockey ‘97 

$56 

CrusaderiNo Remorse 

$50 

Mysterys of 7 Mansions$52 

Wipeout 2 

$54 

Phantasy Star 4 

$83 

Crypt Killer w/6un 

$69 

NAMCO Museum 1 

$44 

Worms 

$46 

y Sonic Blast 

$52 

Dark Forces 

$52 

NASCAR Racing 

$46 

Wrid Circ Racing Vett 

$44 

Tecmo Super Bowl 3 

$49 

Descent 2 

$52 

NBA In The Zone 2 

$52 

X-Com UFO Defense 

$52 

5 Ultimate Mort Komb 3 

$69 

Destruction Derby 2 

$54 

NBA Jam Extreme 

$44 

X-Men Childrn of Atom 

$52 

“3 Vectorman 2 

$52 

Die Hard Trilogy 

$52 

NBA Live 97 

$50 

XS 

$52 

t Virtua Fightr Animation $54 

Disc World 2 

$52 

NCAA Final Four 2 

$52 

Zero Divide 2 

$54 

o X-Woman;SinisterVirus$46 

Disrupter X 

$51 

NFL Game Day 97 

$52 

Zork: Nemesis 

$46 


SATURN ■ SATURN 


SATURN 


SNES 


Saturn Core Sys 

$219 

Duke Nukem 3D 

$52 

Saturn Net Link 

$199 

Earthworm Jim 2 

$46 

Saturn 3D Control Pad $35 

FIFA Soccer '97 

$50 

Game Shark 

$56 

Fighting Vipers 

$46 

4x4 Gears & Guts 

$52 

Formula 1 Challenge 

$46 

7th Guest 2 11th Houi 

• $52 

Hexen 

$52 

AD&D Ironblood 

$52 

ID4:lndependence Day $52 

Alone In the Dark 

$44 

Incredible Hulk 

$50 

Amok 

$52 

Iron Storm 

$52 

Andretti Racing 97 

$50 

Ironman/XO 

$50 

Area 51 

$52 

King of Fighter ‘95 $52 

Battle Monsters 

$36 

Krazy Ivan 

$54 

Battlestations 

$52 

Kumite:Fighters Edge 

$52 

Bedlam 

$52 

Legend of Oasis 

$59 

Blazing Dragons 

$52 

Legends Football ‘97 

$52 

BraInDead 13 

$50 

Lethal Enforcers w/6un $69 

Brutal 2210 

$52 

Loaded 

$50 

Bubsy 3-D 

$52 

Lunar Directors Cut 

$54 

Bug Too! 

$42 

Madden Football ‘97 

$56 

BurnCycle 

$46 

Magic Carpet 

$49 

Casper 

$46 

Magic Knight Rayearth $52 

Castlevania Blooditng 

$42 

Marvel Super Heroes 

$52 

Center Ring Boxing 

$52 

Mr Bones 

$46 

Clockwork Knight 2 

$44 

Mystaria Realms Lore 

$65 

Command & Conqer$52 

NBA Jam Extreme 

$44 

ContraiLegacy of War 

$52 

NBA Live 97 

$50 

Criticom 2 

$54 

NFL Quarterbek Club '97 $52 

Crow:City of Angels 

$52 

NHL Hockey '97 

$50 

Crusader:No Remorse 

$50 

NHL Power Play 96 

$52 

Daytona: Champ. Cir. 

$46 

Need for Speed 

$52 

Descent 

$52 

Nights 

$46 

Destruction Derby 

$54 

PGA Tour ‘97 

$52 

Devil Summoner 

$54 

PT0 2 

$52 

Die Hard Trilogy 

$49 

Panzer General 

$54 

Disc World 

$54 

Primal Rage 

$50 

Doom 

$52 

Prize Fighter 

$46 

Dragon Force 

$48 

Project Over Kill 

$44 

DragonHeart 

$44 

RayMan 2 

$54 

Dream Team 96 

$52 

Return Fire 

$52 


Return to Zork $46 
Road Rash $52 

Romance 3 Kingdoms 4$58 
Sacred Pools $52 

Scorcher $52 

Shining Wisdom $52 
Sonic X-treme $46 
Street Fighter Alpha 2 $52 
Tecmo Super Bowl $59 
Three Dirty Dwarves $44 


Ultimate Mort Komb 3 $58 


VirtuaCop2 $46 

Virtua Fighters $54 

Virtue Fighter Kids $46 

WWF:ln the House $52 

Worldwide Soccer 2 $46 

Wrid Series Basebll 2 $54 

Zork:Nemesls $46 


JAGUAR 


Jaguar Power Kit 

$96 

BraInDead 13 

$49 

Bubsy 

$19 

Castle Wolfenstein 3D 

$24 

Cybermorph 

$19 

Defender 2000 

$52 

Dragon Bruce Lee Stry $19 

Dragon's Lair 

$19 

KasumI Ninja 

$22 

Ralden 

$16 

RayMan 

$29 


NBA Jam Tourn Ed. 

$49 

T-Mek 

$39 

Virtua Fighters 

$59 

WWF Arcade 

$59 


Supr Nintendo Syst 

$139 

Breath of Fire 2 

$62 

Donkey Kong Country 3$64 

FIFA Soccer ‘97 Gold Ed$56 

Lufia 2 

$69 

Madden FB '97 

$56 

NBA Live 97 

$56 

NHL ‘97 

$59 

Super Mario RPG 

$65 

Ultimte Mrt Kmb 3 

$71 

3D0 

3DO Syst Panasonic 

$199 

7th Guest 2 11th Hour $52 

Doom 

$36 

Myst 

$42 

Need for Speed 

$54 

Road Rash 

$47 

Syndicate 

$29 

Ultimate MrtI Kombt 3 

$59 

HINT BOOKS 

Beyond the Beyond 

$12 

Crash Bandicoot; 

$11 

Donkey Kong Ctry 3: 

$14 

Mortal Kombat Trilogy 

$8 

N64: Unairth. Guide 

$12 

Resident Evil 

$10 

Saturn Game Secrets 

$16 

Sony PSX Game Secret $11 

Super Mario RPG 

$11 

We Also Carry 

[Virtual Boy 

i Game Gear 

[ CDi 

J 


^ ^OVERNIGHT SHIPPING In US $4 per order. Mail to Canada, PR, HI, AK, APO, PPG $4 per order. Worldwide airmail $6 per Item. Handling $2 per ^ipment. Hardware orders may require additional shipping charges. Visa, MC and Discover accept- § 
© ed. Checks held 4 weeks. Money Orders under $200 same as cash. COD $8. Defectives replaced with same product. Most items shipped same day. Shipping times may vary. Price/availability may change. All sales final. Call for details. < 


































1 Mike Kovach sup- 
ports Sony’s tough stance 
on its third-party developers, but 
would he still feel the same if 
IVornis hadn’t made the cut? 

2 Mike is also a big fan of Sega 
games, except when the game in 
question happens to be Time 
Killers. Our Roger Burchill 
indelicately agrees! 


LETTERS 


LE FREAK! 

• Let me start by saying your mag- 
azine is the best, i’m a videogame 
freak, i own a Sega Saturn, and i’m 
hooked on it. i aiso have a coupie 
of questions; 

[1] What is the story on Donovan’s 
little girl on Night Warriors: 
Darkstaikers’ Revenge? 

[2] I have not seen it, but I heard 
she is a playable character. Is she? 

[3] Is Fighting Vipers coming to the 
Sega Saturn? 

[4] What’s up with this Fighting 
Sonic game I’ve heard about? Well, 
that’s it for me. Keep up the good 
work, guys. 

Fred Belone 

Somewhere on the High Seas 

«<IROBEIR»> [1] The little 
girl’s name is Anita and Donovan is 
fighting so that she will regain the 
ability to fee! emotions. But in his 
quest to save Anita's soul, Donovan 
faces the prospect of becoming a Dark 


1 Nothing’s more heroic than risking your 
tife so that a tittte giri can smite again. 

2 So smite, dammitl 
SMILE! 


ISa ULTRA GAME PLAYERS 


Stalker himself. 

[2] It may be possible to fight as 
Anita, but since I’ve heard nothing 
about this rumor previously, Td say 
that it is extremely improbable. 

[3] We Just received an early version 
of Fighting Vipers for Saturn and have 
been unable to put the controllers 
down. Looks like another winner 

for Sega. 

[4] Sonic Fighters is being considered 
for release in the US, but may be 
squeezed out if Sega feels that Virtua 
Fighter Kids has enough cute quotient 
to satisfy the market. My advice is to 
bug the hell out of Sega to bring over 
Sonic Fighters. VF Kids Is basically 
anotfier Virtua Fighter 2, ftuf Sonic 
Fighters is blue butt-kickin’ goodness. 


MILITARY 

INTELUGENCE 

• I’m 21 years old, currently in the 
military and going to college. I love 
playing videogames and would like 
to know what I should major in, or 
who I should threaten to get where 
you’re at. Please send me a letter. 
I’d prefer as little competition as 
possible. I wouldn’t want to have to 
hurt somebody. PS — I just turned 
21 today! 

PFC McQuillan, William P. 

Ft. Hood, TX 

«<ISILL»> Atten-SHUN! Front 
and center. Private McQuillan! What 
are you doing to my beioved maga- 
zine? Threaten somebody? Hurt some- 
body? What is your major maifunction. 
Private? Choke yourseif! Choke your- 
seifH! Seriously, though, I believe that 
Journalism, Engiish, and Computer 
Science classes would be the courses 
to study. NDW DROP AND GIVE ME 20! 


THE FIX IS IN!!! 

• Chris! Big Chris! The Mario Man! 
You just gotta do the review for 
Super Mario 64, so I can see the 
rating this game deserves; 100%. 
You just couldn’t give ol’ Mario a 
worse rating than that, could you, 
man? But If you can’t do the rating 
for Mario 84, at least don’t let 
Roger, the Nintendo Hater, do it. 
He’d probably grade down the 


Fighting Vipers, the latest Sega arcade port to Saturn, has 
already won over Fred Balona.. 


graphics and music just for being 
too ‘cutesy’. 

VTRiPSV@aol.com 

<«IRQ@EIR>» Well, since we’re 
ULTRA GAME PLAYERS now, we had 
toss out the ‘Box’, which means, of 
course, that i was unabie to dispose of 
Mr. Siate when this month’s reviews 
were being assigned. The resuiting 
travesty of our rating system is avaii- 
abie for your perusai on Pgs. 86 & 87. 
Okay, in aii probabiiity, it is the great- 
est game ever, but i’ii reserve my 
comments on the issue of a perfect 
score since I’ve got a serious hanker- 
ing to hoard some goid coins and res- 
cue a princess. 

MORTAL KOMMENTS 

• You guys run a great magazine 
and I would just like to pitch in a 
few comments; 

[1] Sony made a good move by 
stiffening up on its third-party 
games. If you have a game like 
Tekken (PlayStation) or Virtue 
Fighter 2 (Saturn), why would you 
want to put out something that 
doesn’t compare to those games? 

[2] Where are all of Saga’s preview 
games? Issue number SB’s 
Previews section was practically 
all PlayStation games. 

[3] I am a big supporter of Sega, 
but what gives them the right to 


produce the biggest piece of crap 
on the market. Time Kiiiers? I am 
ashamed to say that I’m pretty 
sure that’s the lowest rating ever 
for a game in this magazine! 

[4] For all you Mortai Kombat tans 
out there, get over it. MK2 was the 
only good one. 

Mike Kovach 
Manor, PA 

«<IRQ@EIR»> [1] i’m an for 
more quaiity controi, but the oniy 
thing that makes me worry is who’s 
making the decisions? A great game 
like Worms almost didn’t make it out 
on the PlayStation because of Sony’s 
concerns about its 2D gamepiay. 
There’s something to be said for ieav- 
ing the ultimate decision of a game’s 
worth to the consumer. 

[2] Don’t worry, there are pienty of 
Saturn games coming. Coverage is 
totaiiy dependent on the information 
availabie at press time, issue 86 was 
Just a month when there was more 
info availabie on PiayStation games. 

[3] Companies do need to show some 
responsibiiity in the tides they reiease. 
These are desperate times for Genesis 
tides, but that’s no excuse for puiiing 
out any rotting thing in the cioset 

[4] i have Just two words regarding 
the MK series: ’FiNISH IT!’ 
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P.O. Box 1210 
E. Northport, NY 11731 


lers — looking for an 


ADVANTAGE ? 


1 


S(iQa) 


£5ai“ijirin 








Alien Trilogy 
College Slam 
Destruction Derby 
Dragon Force 
Dragon’s Lair 2 
Dream Team 
F-1 Racing 
Guardian Fleroes 
Iron Storm 
Legend of Oasis 
Magic Kgt Rayearth 
Mystaria 
NBA Action 
Need for Speed 


NFIL Power Play $51 

NightWarriors $51 

Nights w/controller CALL 

$51 Olympic Smr Gms $51 

$49 Panzer Dragoon 2 $46 

$51 Policenauts CALL 

CALL Road Rash $52 

$51 Sega Rally $51 

$51 Shining Wisdom $52 

$51 Street Fighter Alpha $51 

$38 Toshinden Remix $49 

$52 Ultimate MK3 $56 

$58 Virtue Cop w/Stun $65 

$52 VF Kids CALL 

$62 Virtua Fighter 2 $54 

$52 World Series BB 2 $54 

$52 X-Men $51 


ASK yourself these QUESTIONS: 

Are you tired of: 

• RUNNING from store to store only to 
find out they don’t have the game you 

want? 

• GOING around in circles trying to get 
the best price? 

• DEALING with sales people who 
know nothing about video games? 


STOP 


looking 


SQin 


what YOU want 



Need for Speed 

NHL Faceoff 

$52 

$51 

Game Shark 

$51 

Memory Card Plus 

$45 

NHL PowerPlay Hky 

$51 

Alien Trilogy 

$51 

Olympic Summer Gms 

$51 

Beyond the Beyond 

$52 

Project Horned Owl 

CALL 

Chronicles of Sword 

$51 

Resident Evil 

$52 

D 

$49 

Ridge Racer Revolution 

$51 

Dark Stalkers 

$52 

Robo Pit 

$52 

Descent 

$49 

Romance 3 Kingdom 4 

$49 

Die Flard Trilogy 

$52 

Silverioad 

$51 

Doom 

$54 

Sim City 2000 

$48 

Dream Tm Basketball 

$51 

Skeleton Warriors 

$48 

Flardball 5 

$49 

Street Figher Alpha 

$51 

Int’l Track and Field 

$45 

Tekken 2 

$51 

Jumping Flash 2 

$51 

Tokyo Highway Battle 

$52 

King’s Field 

$52 

Top Gun: Fire at Will 

$51 

MLB Pennant Race 

$52 

Toshinden 2 

$48 

NBA Live ‘96 

$51 

Triple Play ‘97 

$51 

NBA Shootout 

$51 

Worms 

$47 


We have the HOTTEST 
games at the BEST prices. 

Still stuck on buying games 
the old way? Move on to 
something better. You’re not 
still playing those 8-BIT 
GAMES are you? 

Spend your TIME and 
MONEY on better things — 
like playing and buying more 
games. Get the respect you 
deserve. 

That’s tht ADVANTAGE you 
need. Call NOW. 

WinORflVfn TECtIflOLOQIfS 


WHEN" you want it 



iindo 


MASTERCARD, 

VISA, and AMEX ac- 
cepted. 

Prices and availability subject 
to change. All sales final. 
Shipping charge $6. NY resi- 
dents add sales tax. 

Defective merchandise ex- 
changed for same title only. 
Not responsible for typo- 
graphical errors. 


Bass Master Pro 
Breath of Fire 
Chrono Trigger 
Dnky Kong Country 2 
Earth Bound 



Final Fantasy 3 

$65 

Secret of Evermore 

$61 


Ken Griffey Wn Run 

$62 

Secret of Mana 

$59 

$61 

Lufia 2 

$65 

Secret of the Stars 

$59 

$49 

Mark Davis Fshng 

$66 

Super Mario RPG 

$65 

$66 

MrvI Spr Heroes 

$53 

Tetris/Dr. Mario 

$55 

$59 

Olym Smr Gms 

$58 



$61 


at the right 

PRI< 


I More games not listed. We also have a special toll-free number. Call for details. Or e-mail us 
j at WindRavenT@aol.com. When ordering by mail, call first to check on the lastest prices and 
I availability. Please include your name, address, phone #, the name of the game and system. 









PLAYSTATION 

31935 PSX Core System S210 
10289 Playstation PSX 

w/Ridge Racer $240 


31509 ASCII Joystick $45 

33289 Arcade Style 

Steering Wheel $62 

33290 Memory Card + $45 

29828 Multi-Tap $50 

33164 PSX Controller $26 

31550 3 Decathlon $53 

31556 3D Baseball $52 

29850 3D Golf $45 

29877 Alien Trilogy $51 

33954 Beyond The 

Beyond $51 

31280 Big Bass Worid 

Championship $52 

29887 Braindead 13 $51 

29844 Casper $47 

33211 Chronicles Of 

The Sword $51 

33300 D $51 

29895 Death Race Call 

34509 Die Hard Trilogy $51 

31254 Doom $54 

32715 Fade To Black $53 

29836 Hardball 5 $51 

33214 Hyper 3-D Pinball $45 

10816 Kileak $36 

33172 King’s Field $51 

32713 Loaded $52 

33946 MLB Pennant 

Race $51 

34512 MVP Baseball ‘96 $52 

29834 Mortal Kombat 2 $48 

31268 Myst $51 

33225 NBA Live -96 $53 

31561 NFL Game Day $47 

29865 NFL QB Club ‘96 $51 


34290 NHL Powerplay ‘96$52 
33183 Need For Speed $53 
34945 Olympic Summer 


Games 1996 $51 

29855 Parodius $45 

33947 Power Soccer $51 

10932 Powerslave $48 

29889 Project: Overkill $45 

10819 Razorwing $51 

31285 Resident Evil $52 

31913 Road Rash $53 

34942 Robo Pit $45 

34938 Shadoan $51 

33182 Shredfest Call 

10922 Silverload $52 

31 275 Slayer (AD&D) $52 

10927 Space Hulk $49 


300 


10712 3DO Panasonic 

w/Gex $189 

10873 3DODVM $175 

10455 3DO Goldstar 

w/2 Games $199 

30879 GIdstr. Controller $32 

34595 Game Guru 535 

10042 Pansnc. Controller $38 
10461 11th Hour $52 

28864 Blade Force $53 

28835 Braindead 13 $51 

32559 Cannon Fodder $35 

28844 Casper $52 

31605 Cybordillo $51 

31612 D $58 

31618 Deadly Skies $52 

31608 Doom 2 Call 

10183 Dragon Loro $48 

28874 Dragon's Lair 2 $51 

31613 Foes Of Alt $53 

10259 Gex $52 

10263 Hell $45 

28939 Horde, The $52 

28845 Isis $51 

32562 Jeopardy! $45 

28863 Kingdom Of The 

Far Reaches $46 

33549 Lucienne’s Quest $43 

28873 McKenzie & 

Company $51 

10264 Myst $47 

10266 Need For Speed $48 

28949 Off World 

Interceptor $52 

33968 Onside Soccer $46 

31603 PO’ed $53 

28907 Rebel Assult $48 

10267 Road Rash $58 

28830 Robinson’s 

Requiem $51 

31617 Shockwave 2 $52 

28961 Slayer (AD&D) $34 

33203 Snow Job $53 

28832 Space Ace $51 

28860 Space Hulk $48 

28962 Star Control 2 $33 

28904 Striker ‘96 $45 

28923 Theme Park $52 

31604 Theo The 

Dinosaur $46 

33909 Ultimate MK3 $51 

31606 Varuna’s Forces $52 

28842 Waterworld $52 

33550 Wing Cmndr. 4 $56 


32561 Wheel Of Fortune $42 


SATURN 

10290 Saturn Core Unit $254 
31531 Saturn 

w/Virtua Fighter $299 


31505 Arcade Racer $65 
33281 Memory Card + $40 

31535 Mission Stick $65 
31532 Saturn Controller $35 
33285 Stunner $47 

29816 4 X 4Gears 

‘n’ Guts $51 

29780 Alien Trilogy 551 
29796 Alone In The Dark $51 
33939 Armed $51 

29799 Blazing Dragons $52 
29798 Braindead 13 $51 

29808 Casper $38 

29809 Creature Shock $54 

31469 Destruction Derby $52 

10908 Dragon’s Lair 2 $51 

33193 Earthworm Jim 2 $48 
31311 F-1 $48 

29778 Fox Hunt $5Z 

29794 Ge* $52 

31467 Golden Axe 2 $40 

34929 Gun Griffon $46 

32537 Hell $47 

33519 in The Hunt $45 

31464 Iron Rain $46 

33239 Iron Storm $54 

33525 Last Bounty 

Hunter Call 

31 484 Legend Of Thor $58 

33195 Loaded $52 

29813 MLBPA: Bottom 

Of The Ninth $45 
29768 Maximum Surge $52 

31470 Megami Tensei $52 
34925 Microprose 

Football Call 

29744 Mortal Kombat 2 $44 
10948 Myst $51 

29804 NFL QB Club ‘96 $52 

29818 Night Warriors $51 
34928 Olympic Soccer $51 
34923 Olympic Summer 

Games $51 

33196 P.T.O. 2 $58 

29751 Prize Fighter $48 
32548 Project Space $47 
33244 Road Rash $53 

29795 Sega Rally $52 

31461 Shining Wisdom $54 

31471 Slam’n Jam ‘96 $45 

31327 Theme Park $52 
33532 Three Dirty 

Dwarves $45 


SNES 

10706 SNES Core Unit $99 
10700 SNES w/K.Griffy $130 


10013 Control Pad $21 

31573 Game Genie $41 

32720 Per4mer Steering 

Wheel $70 

28734 1996 Olympic 

Summer Games $58 
28245 Aerobiz 

Supersonic $52 

28416 Alien 3 $30 

28448 Bass Masters 

Classic ‘96 $58 

10337 Brett Hull 

Hockey ‘95 $53 

10411 Carrier Aces $51 

28465 Chavez Boxing 2 359 

28145 Chrono Trigger $68 

10379 Dirt TraxFX $65 

10204 Donkey Kong 

Country $62 

28242 Donkey Kong 

Country 2 $61 

10265 Doom $66 

34086 Double Dragon 5 $49 
10250 ESPN National 

Hockey Night $57 
28499 ESPN Sunday 

Night Football $57 
28492 Earthworm Jim 2 $69 
10247 FIFA International 

Soccer $44 

31379 Incantation $51 

28236 Int’l Superstar 

Soccer 2 $47 

28608 Jimmy Houston’s 

Bass Tournament $60 
31900 J. Madden NFL ‘96 $56 
28150 Judge Dredd $59 
28344 Ken Griffey Jr: 

Winning Run $61 

28166 Killer Instinct $66 

31392 Lobo $56 

28572 Lord Of The Rings $39 
28574 Lufia $57 

34921 Lufia 2 $65 

31398 Marvel Super 

Heroes $53 

28446 Mohawk & 

Headphone Jack $58 
31899 NBA Live '96 $56 

28167 Oscar $51 

28142 Realm $51 

10946 Revolutiom X $65 
28642 Robotrek $25 

28240 Secret Of 


GENESIS 


10702 Genesis Core Unit $99 
10020 6 Button 

Control Pad $15 

32600 ASCII SG6 

Fighter Stick $37 
29403 1996 Olympic 

Summer Games $52 
29430 6 In 1 Cartridge $45 
10514 Addams Family 

Values $45 

10482 Adventures Of 

Batman & Robin $51 
10526 Bass Masters 

Classic $55 

10944 Batman Forever $62 
29229 Beavis & Butthead $47 
31289 College Football 

USA ‘96 $55 

10937 Comix Zone $54 

29311 Earthworm Jim 2 $59 
28078 Frank Thomas Big 

Hull Baseball $62 
31522 Gargoyles $56 


31453 J. Madden NFL '96 $56 
10522 Kawasaki Super 

Bike Challenge 550 
29419 Liberty Or Death $44 
28106 Lobo $56 

33985 Man Overboard $25 
29436 Micro Machines $25 
33984 Micro Machines 2 $25 
28071 Mortal Kombat 3 $66 
34457 Muhammed All 


Boxing $29 

32530 NBA Live ‘96 $56 

28082 Nightmare Circus $51 

10308 Phantasy Star 4 $77 

29510 Pitfall: Mayan 

Adventure $60 

33986 Psycho Pinball $35 

34272 Real Monsters $54 

10945 Revolution X $59 

29567 Shining Force 2 $64 

29414 Spot Goes To 

Hollywood $52 

10498 Time Killers $55 

28095 Triple Play Gold $56 

28092 Vector Man $51 

28101 Waterworld $56 

10939 Weaponlord $58 

10306 Williams Arcade $48 

28038 World Series 

Baseball ‘96 $52 

29699 Zombies Ate My 

Neighbors $24 
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#29827 
Dark Stalkers 
$52.00 


34946 Star Trek 

Generations $52 

31282 Steel Harbinger Call 

33948 Stike Point $48 

32697 Street Fighter 

Alpha $52 

29899 TNN Outdoor 

Bass ‘96 $54 

34944 Tecmo World Golf $54 

31 577 Theme Park $53 

32698 Top Gun $52 

10926 Toshinden 2 $48 

29893 Track & Field $45 

33955 Triple Play '97 $53 

31 283 VR Baseball $55 

33181 VR Golf $52 

29874 VR Hockey $55 

33180 VR Pool $52 

34505 Williams Arcade $47 

31264 Wing Cmndr. 3 $53 

32689 X-Com $51 

29884 X-Men:Children Of 

The Atom $51 


ForA Free 

CRAVE Catalog, 
Call Us At: 

(612) 942-9920 
Fax Us At: 

(612) 942-5341 
Or Email Us At: 
CRAVE2RB@ 
AOL.COM 

CRAVE Will Meet Or 
Beat Any 

Competitor’s Prices! 
If You Don't See It... 
We Can Get It! 


33188 Toshinden $52 

31473 Ultimate MK3 $54 

33100 Virtua Cop 

w/Stunner $67 

29805 WWF Wrestle. $51 

32543 Wing Cmndr. 3 Cali 

34517 World Series 

Baseball 2 ^2 

29775 X-Men: Children Of 

The Atom $51 


Evermore $60 

34175 Secret Of Mana $60 
28659 Sim Ant $29 

34209 Star Trek Starfleet 

Academy $51 

28709 Super Mario Kart $35 
34522 Super Mario RPG $66 
31546 Toy Story $65 

31386 Yoshi’s Island $62 
28786 Young Merlin $34 


GAME GEAR 


10634 Game Gear Unit $96 

29056 5 In 1 Fun Pack $31 

33553 Arcade Classics $25 

34004 Baku Baku $30 

29068 Batman Forever $38 

29129 Columns $24 

291 00 Desert Strike $33 

29066 Earthworm Jim $36 

29113 Frank Thomas Big 

Hurt Baseball $38 

29134 Jeopardy! Sports 

Edition $33 

29117 J. Madden NFL ‘96 $34 

29118 NHL Hockey ‘96 $35 

29169 Poker Face Paul’s 

Black Jack $25 

29190 Side Pocket $35 

29055 Urban Strike $35 

33719 Virtua Fighter 

Animation $30 



CRAVE Now Buys And Sells 
Used Games & Systems! 


We Now Carry Japanese Imports! 
Call For More Information. 



MAKE YOUR OWN F0RM;INCLUDE:PR0DUCT#, DESCRIPTION & S & H CHARGES 

•All U.S. Orders Add $6 'U.S. Game Systems Add $20 

•All Foreign Orders Add $10 •Foreign Game Systems Call For Price! 

•All Checks And Money Orders Are Held For Two Weeks Due To Processing 
•Most Orders Shipped 2nd Day Air • Call For Overnight Shipping Information 
SEND ORDERS TO: CRAVE PO BOX 26370, DEPT 501 ST. LOUIS PARK, MN 55426 
PHONE; (612) 942-9920 FAX: (612) 942-5341 EMAIL: CRAVE2RB(a)A0L.C0M 
OPEN M-SAT. 9-9, SUN. 10-7 • All Prices And Release Dates Are Subject To Change 


#33527 
Winning Post 
$50.00 


#32698 

Top Gun: Fire At Will 
$52.00 


“TflPGUjr~ 


Division: Rockabilia, Inc. 




1“900"PRO H I NT(1 -900-776-4468) 




SNES«SEGA*SEGA CD»3DO»SATURN*PSX*ONLY 99« A MINUTE 


mi w 

■A... 
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CALL FOR CURRENT WALKTHROUGHS FOR “RESIDENT EVIL” & “D 
LATEST CODES • BREAK-IN TRICKS • CHEATS 

HOTLINE UPDATED MONTHLY 

MUST BE 18 YEARS OF AGE OR HAVE PARENTS PERMISSION 


'• 1 










NINTENDO 



your system, and immersed yourself in 
Mario heaven. But what next? In 30 days, we 
blow the N64 wide-open. 


THE CD 



In case you’ve been living under a 
rock somewhere and haven’t heard, 
next issue marks the debut of the 
ULTRA Game Players monthly disc. 
We’re pretty excited about it, and 
we think you will be, too. 


High-quality movies of the latest games — 
see them in action for yourself! • Tons of 
exclusive screenshots • PC and Mac game 
demos • And some sweet surprises... 


Issue SO on sale Oetotier 8 



and ® are trademarks of Nintendo of © 1 996 Nintendo. *© 1 995, 1 996 Nintendo. 

Tetris Attack'" Licensed to Nintendo by The Tetrkcompany. Tetris Attack inspired by original Tetris. 
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NOA www.nintendo.com 






'PT'^ 



"The 3D enfline 
is firs! rate." 

-Next Generatioo 

"...a real winner!" 


At 1 E I 



For a sneak peek clieck out Alien Iriloyy at 



T R I L 0 G y 


Alien, Aliens, Alien 3, & © 1979, 1986, 1992, 1996 Twentieth Century Fox Film 
Corporation. "PlayStation" and the " ■*" logo are trademarks of Sony Computer 
Enterlainment. Inc. Sega and Saturn are trademarks of SEGA ENTERPRISES, LTD. 
All rights reserved. Screen shots shown are taken from the Saturn version of the 
video game. Acclaim is a division and registered trademark of 
Acclaim Entertainment, Inc, © 1996. All rights reserved. 




TM 

SEGA 

SATURN 


ItttpV/www.acclaimnation.coni 


Playstation entertainment inc. 









Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 


People interested in helping out in any capacity. 

Please visit us at www.retromags.com 

^ t'te^tit is made from these scans, nor do we offer anything 
■lyllll^avaiiable from the Publishers themselves. 

across ^nyone selling releases from 
do upport them and do let us know. 





r Thank you! 



